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VOCABULARY 


•mrougiout the gane, Prisoner 2 maxes use of an extensive vocabulary data 
base. »*ien a vsord is typecl Tri through tne commarxi parser, the vora's 
classification (0 = VERB, 1 = ADJECTIVE, 2 = OBJECT) and type witnin that 
classification are returned as nunbers, since nunbers are easier to perform 
logical operations with than are strings. 

tu re is tne complete vocabulary: 


VEKdS (CLASSIE1CAT1UN 0) 

TYPE 1: GET, GRAB, LIFT, TAKE, HAVE 
TYPE 2: JXOP 
.TYPE 3: HUY 
TYPE 4: SELL 
TYPE 5: IN, ENTER 
TYPE 6: U/r 
TYPE 7: Lt'F 
TYPE 8: WAR 

TYPE 9: SELF, REBEL, REBELL, REVOLT, Ml/riNY, FREEIXM, 

LIBERTY, DIGNITY, PRIVACY, hlttANITY, REBELLION, 
REVOLUTION, LIBERATIU'J, INDEPENDENCE, INDIVIDUALITY 
TYPE 10: INV, INVENTORY 
TYPE 11: IGNCHANCE 
TYPE 12: LUNG, TIME 
TYPE 13: WANT, NEED, KNLW, CAPTURE 
TYPE 14: RUN, FREE, LEAVE, ESCAPE 
TYPE IS: 0U1T, RESIGN 

TYPE 16: RUNS, LEALS, hEALS, OARGE, COMMANDS 
TYPE 17: MEAN 

TYPE 18: KILL, BLCW, MURDER, KILLED, DESTROY, MURDERED 

TYPE 19: MARY 

TYPE 20: LOUK 

TYPE 21: HELP, X SAVE 

TYPE 22: BYE,' SEEING 

TYPE 23: DEPOSIT 

TYPE 24: WlTHLHAwAL 

TYPE 25: LOAN 

TYPE 26: OPEN, STEAL 

TYPE 27: OVER, JUMP, WALL, CLIMB, FENCE 

TYPE 28: ON, SWITCH 

TYPE 29: SIT 

TYPE 30: PLUGH 

TYPE 31: LIST 
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TYPE 32: W#6 

TYPE 33: KNOB, DIAL, 'i\JKN, 1WIST 

TYPE 40: HERE, PLACE, ISLAND, PRISON, VILLAGE, IMW1SON 
TYPE 253: END, STASIS 
TYPE 254: 979 


ALXJECTIVES (CLASS IF IC ATI Us i) 


TYPE 

1: 

t, AHEAD, FORWARD 

TYPE 

2: 

b, SACK, BACKWARD 

TYPE 

3: 

L, LEFT 

TYPE 

4: 

R, RIGHT 

TYPE 

5: 

N, NORTH 

TYPE 

6: 

S, SUL/i'H 

TYPE 

7: 

W, WEST 

TYPE 

8: 

E, EAST 

TYPE 

9: 

U, UP 

TYPE 

10: 

D, DOWN 

TYPE 

11: 

YES 

TYPE 

12: 

NO, NOr, WONT, CANT, DIDNT, REFUSE, FORGET 

TYPE 

13: 

how 

TYHS 

14: 

WhY 

TYPE 

15: 

WHO 

TYPE 

16: 

WHAT 

TYPE 

17: 

WHEN 

.TYPE 

18: 

whERE 

TYPE 

19: 

FUCK, SHIT, hELL, DAMN, bl'lCh, bASTARD, ASSHOLE 

TYPE 

22: 

NEW 


ObJECTS (CLASSIFICATION 2) 


TYPE 

1: KEY 


TYPE 

2: UMBRELLA 


TYPE 

3: HAT 

(TOP HAT) 

TYPE 

4: 'iUGA 


TYPE 

5: CLOWN 

(CLOWN SUIT) 

TYPE 

6: CLONE 

(CLONE SUIT) 

TYPE 

7: TIE 

(BLACK TIE) 

TYPE 

8: PIECE 

(3 PIECE SUIT) 

TYPE 

9: GOLD 

(GOLD wA'iCn) 

TYPE 

10: DIPLOMA 


TYPE 

11: CROSS 


TYPE 

12: PERCOLA1UK 


TYPE 

13: MA1CHES 


TYPE 

14: PEN 


TYPE 

15: PAPER 


TYPE 

16: PAINT 


TYPE 

17: WA1CH 


TYPE 

18: MAP • 


TYPE 

19: COMPASS 


TYPE 

20: BOOK 


TYPE 

21: ROPE 

(PlfcCE OF ROPE) 

TYPE 

22: STICKS 

(BUNDLE OF STICKS) 

TYPE 

23: WASHTUb 

(RUSTY OLD WASHTUB) 

TYPE 

24: RA1T 

(INFLATABLE HALT) 

TYPE 

25: SILVER 

(SILVER DOLLAR) 
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TYPE 26: BMXMST1CK 
TYPE 27: TREASURE 
TYPE 28: KEYHOLE 

TYPE 36: LAMB 
TYPE 36: 1, ME 
TYPE 37: « 

TYPE 38: YOU 

TYPE 39: PLUG, SUL'KET, JNPLUG 
TYPE 41: PEACE 
TYPE 42: SLAVEKY 
TYPE 43: STRENGTH 

TYPE 44: GAME, APPLE, MACHINE, CunPUi'ER 
TYPE 46: CARETAKER 
TYPE 46: dkO 1'riEKhUOL) 

TYPE 47: MASTEK 
TYPE 48: INFORMATION 
TYPE 49: ISLANDER 
TYPE 5fe): SAKE 
TYPE 51: WT 


(Note: Substitute A'lAKl, CLMMUDUhE, or IBM for APPLE wnen working on another 
computer. Also substitute equivalent commands for PR#6 (tooting a disK) and 
LIST) - 


Certain standards apply throughout the game wnetner or not it is specifically 
stated in the doc indentation: 

’me game ’ will always be saved (see SAVE GAME section) whenever the player 
enters tne command END into the parser, or enters [CTRL] [CJ (or equivalent 
Keystrokes on a target compter other than the Apple) anywhere witnin the 
gane. 

'Ihe player will automatically lose the game (see LC6E GAME section) wienever 
he types in his resignation code or selects it as a menu option. 

Ihe INVENTORY command is implemented whenver tne command parser is used (see 
CASTLE section for details) . 

whenever the command parser is used and the user enters an invalid command, 
the computer will respond with "YOU TALK IN CIRCLES**. 

in most of the displays there will be an INPUT/OUTPUT box. 'ihe player's 
commands */ill be typed after the word " INPUT" and the computer's responses 
are printed after 1 the word "GUTfW. Wienever the computer's responses are 
suppose to represent the words of an "islander", they are to be musically 
(each charcter illiciting a uiique note) scrolled across the screen. 


GAME START 
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when the game disK is booted, the INTERACTIVE FANTASIES logo program will 
appear, aixl then the PRISONER 2 start-up program runs, Ihe gane status file 
(PR.STATUS) is then read in. It contains the following information: 

Ihe quantity of each of tne 28 possessions (the first 28 
OtJjECT words) that the player possesses (all initially set 
to zero) 

'ihe nunber of CREDITS on the player's VISICaRD (initially set 
to 500) 

SOUND FLAG: 0 = somd on, 1 = somd off (initially set to 0). 
if Uie sound flag is set to 1, then no somd effects will 
SCORE (intially set to 0) 
sROMiEKhuoD-ASSiGiN«iENT (initially set to 0 ) 

LIsrar*-assignment (initailly set to 0) 

GAmE-STAIUS: 0 = new game, 1 = old game (initially set to 0) 
i*iURder-fLaG: 0 = no murder, 1 = murder (initially set to 0) 

Ihe nunber of credits stored in tne HANK-ACCOUNT (initially 
set to 0 ). 

'ihe oanK ACCOUNT-NUmser: 5-digit string, no zeros (initially 
set to null) . 

'ihe RES IGNAT I ON-CODE: 3-digit string, no zeros (initially set 
to null) 

CLONE FLAG (initially set to 0) 

Ihe PRISONER 2 title page, wiich must include the version nunber and 
copyright statement, is then displayed for four seconds. *lhe memory locations 
containing the parser command 997 is replaced with the proper resignation code. 

If the GAmE-SIATUS is set to NfcVi-GAME, then a graphic is shown of a filing 
cabinet witn the top drawer, reading TOP SfcCRET, sliding open. Ihen a graphic is 
shown of a file card containing various information, 'ihe squares under "MACHINE 
SCORE REVIEW" randomly change color and beep musically. Finally, the 3-aigit 
resignation code is randomly generated (it must contain not zeros) and displayea 
on the screen one digit at a time, a tone accompanying each digit. 'ihe entire 
display lasts only a few seconds, not quite long enough for the player to read the 
contents of the file card. Ihe 5-digit AJCUJNT-NUMbEK is also randomly generated, 
out not displayed. 

Ihe warning display appears warning the player not to reveal his resignation 
code. Ihe REbIGNATIUN-CODE slides out on a piece of paper from a slot. Ihe player 
must then "PREbb [SPACE BARJ TO CLNTlhUE." 

if the GAME-STATUS is set to NfcW-GAME, tnen the airport display appears. A 
jet plane flies over tne airport terminal, ‘ihe player must then "ENTER nIS 
DESTINATION" by typing it on the Keyboard; nowever, regardless of mat he types, 
"THE I" appears on the screen. After the fifth keystroke, the display ends. 


IHE CASTLE 


Maze Section 
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A 13x13 maze is randomly constructed. If the player does not possess the KEY, 
then one of the path-locations along the left side is set to contain it. the of 
the path-locations along the right side is set to contain the maze's exit. Up to « 
of the wall-locations are replaced by chutes, lhe player's starting position is 
set to one of the path-locations on the upper left-hand quadrant of tne maze. 

vhile the maze is being generated, the computer card display appears. holes 
are randomly punched onto the card. If the player happens to press tne m xey, 
however, ne will see a reverse image of the maze being drawn on the card. Chce 
the maze is drawn (regardless of vnether or not tie pressed tne Key to see tne 
drawing) , the next display will appear. 

A tnree dimensional view of the player's point of view of the maze for up to 
three moves ahead then appears on the left side of the screen, Ch the right side 
is an outline of the perimeter of the maze, with a "tf" appearing in the player's 
relative position, ttfien tne player enters the maze, the message "TYPE 1 “, b, L, or 
k" appears in tne output box. 

If the player is in the starting-position, a welcome mat will appear in front 
of him. If tne player is in tne exit, he will oe transferred to the GOOD MORNING 
section of the prog ran. if the player is in a chute, he will hear a "falling 
soind," be sent back to the starting location, and receive the message "...what 
goes up...", if the player attempts to walk into a wall, ne will hear a thunp 
somd and receive the message " SlGNtlrtALLED AGAIN." if the player is along a patn 
that contains the key, a key will appear in front of him. 

’lhe Keyboard will wait for the player to type something in. If he strikes the 
(t;scj Key, he will be transferred to the "GOOD MCKNING" section, and his score 
will be increased by 5 points, ‘ihe "fc , ' Key will move the player up (or forward) 
arxi " NUKTh" will appear in the " CUT HIr" box. 'lhe "B" Key will move tne player down 
(or backwards); “SOUTH" will appear, 'ihe "L M key will rotate the player's point of 
view to the left (note: in the Apple version, it moves him left), and "WEST" 
appears, ’ihe "k" key will rotate the player's point of view to the right (note: in 
tne version, it moves him right) . Any other Keystroke invokes the command 
parser. 

lhe commands FORWARD, BACMARD, LEFT, and RIGHT work as described above. If 
the player types "DROP" ne will receive tne response "THAT THICK WON'T WORK HERE," 
and'25 points will be added to his score. If the player types "GE'r* and "KEY" then 
he will receive the key, tne key vanisning from the screen, and get the message "A 
Key NEELfcj A KEYHOLE" if he is in a room containing a key; otherwise he will get 
the message "1 DON'T SEE A KEY HEKE." If ne types "LOOK" he will receive the 
message "YOU ARE AT HOME," and if tne key is there it will say "YOU SEE A KEY." If 
he types " INVENTORY," a list of eacn possession ne owns and the quantity will 
appear on the screen, one at a time followed by the "PRESS [SmCE bARJ TO 
Continue" prompt, and finally “ViSICARD: " followed by the nunber of credits he 
has. as always, resignation code and END are implemented. Any other command 
produces cne message "YOU TALK IN CIRCLES". 


Good Morning Section 


*ihe display containing the island in the ocean and the castle sign appears, 
lhe sun rises out of the water, and the words “GOOD MCKNING" musically appear 
overhead. 'then the player is asked "WHO ARE YOU?." Hie player must enter the 
nunber to tne left of tne characters on the menu beneath the sign. If his nunber 
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corresponds to 

five points are added to his score and he must try again. 

tnree points are addaa to his scroe and he must try again. 

“I", the message "KNCW THYSELF" appears on the screen. If the GAME-STATUS is 
set to NcW-GArtE then the message "THE CARETAKER WiShES TO SEE YOU AT YOUR 
EARLIEST CONVENIENCE, replaces the menu; if tne GAME-S’iATUS is set to 
OLD-GAme, then the SPECIAL-CASE variable is set to a randan nunber from 1 to 
2u. Ihe GAME-STATUS is set to OLD-GAME, and the player is transitioned to 
die VILLAGE program, positioned in front of building 6. 

RESIGNATION CODE, tne player is transitioned to the LtbE Game program. 


THE VILLAGE 


*lhe island's village consists of twenty buildings with a fence surromding 
all sides. Ihe physical layout is thus: 


PENCE PENCE PENCE PENCE PENCE PENCE PENCE 

PENCE 1 2 

3 

4 

5 PENCE 

PENCE 6 7 

8 

9 

10 PENCE 

PENCE 11 12 

13 

14 

15 PENCE 

PENCE 16 17 

18 

19 

20 PENCE 

PENCE PENCE PENCE PENCE FENCE PENCE PENCE 


‘Ihe player sees only the building (or fence) that ne is standing before. ’Ihe 
descriptions of the buildings are: 

1: HOSPITAL. 

2: CARETAKER'S ritME. 'ihe player must possess a KEY to enter. 

3: ’itviN HALL. 'Ihe player must possess a TCGa to enter. 

4: Swl'lCH YARD. 

5: CARNIVAL. Hie player must possess a CLCWN SUIT to enter. 

6: CASTLE. 

7: HANK. 

8: COURTHOUSE. 

9: ThEATRE. 


11: NEWS STAND. 'Ihe player must possess PAPER to enter. V*ien the news stand 
appears on the screen, tne words "EXI'RAI EXI’RA! READ ALL AbU/I* I'P musically 
print across its front. 


- 6 - 


PRISONER 2 PROGRAM DESCRIFi’lUN 


July 1983 


12: LIBRARY. The player must possess a BUCK to enter. 


14: BAR. 
lb: ChUKCh. 

16: CLOTHING STOKE. 
17: GRAIL BALL. 

18: RECREATION HALL. 
19: GEMINI DINER. 


thee the building is drawn, the computer waits for a KeystroKe. If tne 
player types: 

"n m , tne vord FORWARD appears in the OUTPUT box, ard the player moves forward 
one row. 

M S", the word BACK appears in the OUTPUT dox, ard tne player moves bacx one 
row.. 

"W“, tne word LEFT appears, ard the player moves left one colunn. 

M E M , the word RIGHT appears, ard the player moves right one colunn. 

"ESC", the sentence “nu ESCAPE IS POSSIBLE 1 * appears, ard the player is sent 
back to 'lhe Castle. 

(NOTE: If the player attempts to move past tne fence, then he will not be 
permitted to do so ard the message “YOU ARE FEfCED 1 n“ will appear in tne 
OUTPUT dox.) 


Any other KeystroKe will invoKe the command parser, 'lhe following commands 
have these effects: 

END: 'lhe player is transitioned to the SAVE GAME program. 

RESIGNATION CODE: 'lhe player is transitioned to the LOSE GAME prog ran. 

JUMP: works only if the player is at the fence. If SPECIAL-CASE was set to 1, 
then he will be transitioned to the WILDERNESS program. Otherwise, Pax 
appears (looks like PAC MAN) and junps up ard down on the fence, higher and 
higher each time. Finally, he disappears off the screen and then the entire 
screen goes white, as though Pax fell on the player. The player is sent to 
the CASTLE Program ard receives S points to his score. 

HELL: lhe message “ 1KUSTRATED?" appears in the output box and 1 is deducted 
from the score. 
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1NVEN1URY: Works the sane as in the CASTLE prog ran. 

LOOK, WHERE: If tne pla^ir has a MAP then the output message is "HERE IS 
THE", followed by the name of the building in front of him. Otherwise, the 
output message is “YOU ARE UN THE ISLAND." 

BUY followed by PAPER or ISLANDER:' Works only if the player is in front of 
the newstand. If the player typed PAPER instead of ISLANDER then the output 
message is "wHICh ONE?" and he must type a response; if the response was not 
ISLANDER, then the message is "SORRY, wE ONLY CARRY THE ISLANDER", and he is 
returned to the command parser. If he nas no money, tnen the message is "YOU 
DON'T HAVE THE MONEY". Otherwise, nis credit is reduced by 1, and the player 
is given mPER possession. A display of the newspaper is displayed and will 
stay up until he responds to the prompt "PRESS <SPACE dar> TO CONTINUE". If 
tne murlEr-PLAG is set, the headline will read "i LINKED WITH MURDER". if the 
newspaper bRDiHEkHOOD-ASSIGnmEnT was completed, the headline is "DEUS EX 
MAChlNA". otherwise, one of these headlines will be displayed: 

SCHOOL AWAKLS DIPLOMA 

BIG WINNER AT CASINO 

TOWN HALL RETIREE GETS GOLD WATCH 

CARETAKER URGES UNITY 


CARETAKER BRINGS NEW SECURITY SYSTEM ON-LINE 

the constellation sikius may be seen tonight 

ZONING COMMISSION WILL NOT BULGE TO ALLOW PINE ALL IN BARS 
.RECREATION BALL UPPERS WILDERNESS SURVIVAL PROGRAM 


IN: Works only in front of a building. If the player needs a possession v*»icn 
he doesn't have to enter, he receives the message "YOU NEED A", followed by 
tne possession. If SPECIAL-CASE is set to 1 and tne building is not nunber 6, 
then ne is told "THE LOCK IS BOLTED". If the player possesses a kevhole and 
the building is 17, he is told "THIS BUILDING IS CCMDEMENEL/’ • If the 
MURLER-PLAG is set and the building is not 1,2,6, or 15; or if it is 11 and 
the newspaper BRC/i’hERHOOD ASSIGNMENT was not given then the message is "THEY 
won't LET You IN". Otherwise, the appropriate building program is run. 

All other commands produce the message "YOU TALK IN CIRCLES" . 


WILDERNESS 


The forest 

The forest is an 11x19 terrain grid. Each location in the grid will contain 
either a plain, a tree, or a mountain. There is a 11/36 chance tnat the location 
is a tree and 5/36 chance that it is a mountain; otherwise it is a plain. The grid 
is reconstructed eacn time the player moves off the border. Wien it is 
reconstructed, there is a 1/3 chance that one of the plain locations will be set 
to contain the train depot. 

If this is the first grid constructed, the #-man character is placed on the 
center left nand side of the screen. 
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#-man is superimposed over his grid location. If lie occupies the grid 
containing the train-depot, then the player is transitioned to the train-depot 
section of the program. Otherwise, the computer waits for a keystroke. Wiile 
waiting, if pax is not on the screen and SPECIAL-CASE is not set to 1, then there 
is a 1/28 chance of him appearing on the screen, in vhich case he will appear in 
one of tiie four corners. 

V"hen tax is on the screen, he will continuously "look" for the player and 
move accordingly. If the player is in a plain, ne will automatically be spotted; 
in a tree location there is a 1/4 chance; and in a mom tain only a 1/9 chance, if 
Pax sees the player ne will move one location towards the player; otherwise he 
will move randomly. As ne moves, ne opens and closes nis mouth, looxing much like 
Pac-wan, but not enough to be sued. Jf ne lands on tf-nian, the player is sent back 
to the Castle with 28 points added to his score. 

If the player presses "U", tnen the player moves up, "D" down, "L" left, and 
"R" right; however, if the player was on a tree or mountain, tnere is only a 1/2 
and 2/3 chance respectively of the player actually moving. if the player moves 
off of the grid, tnen the grid is reconstricted, with tne player reappearing on 
the opposite border. 


me Train Lepot 

The train depot display appears. If SPECIAL-CASE is 1, tnen the departure 
sign will read "DESTINATION: THE CITY"; otherwise it will read "DESTINATION: THE 
ISLAND", 'ihe output prompt reads "DO YOU want a TICKET?" If the player answers 
"nu" then he will be sent back to tne forset display (but the grid will not be 
reconstructed) . If he answers "YES" tnen he will be sent to THE CITY program is 
SPECIAL-CASE was 1; otherwise he will be sent to THE CASTLE. All other replies are 
ignored. 


THE CITY 


'hie screen fills in wiite, and then parts to black like two elevator doors 
opening. A directory appears on tne left side of the screen listing THE COLONEL, 
THE GENEHAL, THE DiREClUK, THE CHIEF, and THE SECRETARY, and the message "WHO DO 
YOU wish?" appears Deneath the listing. The computer then waits for you to enter a 
nunber from 1 to 5, any other xeystroKe illiciting a buzz. 

Wien tne nunber is selected, the title corresponding to the letter lights up 
in inverse. 'Ihen the Fingerprint Analyzer appears on the right side of the screen. 
Ihe directions appear: "PLACE YOUR FINGERS ON IHE FOLLOWING KEYS ASDFJKL". 
Ihe computer then waits for a Keystroke. If you type a valid key, then it lights 
up tne letter in the instructions, ‘ihe computer waits until all 8 keys (in any 
order) have been eventually depressed. 

Random nunbers flash and tones sound in the lower window of the fingerprint 
analyzer for 35 times, 'ihen, underneath the window "++ RESIGNED AGENT ++" flashes 
in red and buzzes ominously. Then the message "CLEARArCE GIVEN" appears beneatn, 
and the screen display dissolves. 

'ihe display of a man sitting at a desk appears, on the desk's naneplate, tne 
title that the player selected from the directory appears. A cartoon speech 
balloon appears above tne man. ‘ihe following sentences slowly print and then erase 
within it: "WELL, WELL. LOOK WHO'S RETURNED" , "WE HAD GIVEN YOU UP FOR LOST.", 
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"FIRST YOU RESIGN", "THEN YOU DISAPPEAR WITHOUT A TRACE", "AND NOW YOU CU*lE 
BACK.**, "SCME OP US HAD THUUiHT YOU", "HAD GONE OVER TO THE OTHER SIDE.", "SORRY 
TO SLfctt DISTRUSTING, BUT" , "WK NEED tttCAJf THAT YOU'RE NO*I" , "A CEFBCIUK." 

finally it asits "whAT IS YOUR RESIGNATION COLE?" A smaller balloon appears, 
with its tail pointing offscreen, Ihe player must then enter a inpot up to three 
cnaracters long. If he enters his resignation code, the LUGE GAME routine is rin. 
If tie doesn't enter it, the following messages appear in the big balloon: "YUU 
WERE LOYAL. THAT'S NOT LIKE YOU.", "wE'LL LET YOU THINK PCK A WHILE." 

Ihe jail cell display appears. If after about twenty seconds, the player does 
not press the ESC Key, tne player is returned to the man at the desK, at the point 
wiere he asks about the resignation code, if the player did press the ESC Key, 
nowver, he is sent back to the Castle. 


THE HUSPi1AL 


SPEC 1AL-CASE Equals 10 Or 11 

'Ihe shocK treatment control panel is displayed. In the instruction box, tne 
message "# IS ENTERING THE SHOCK TREATMENT LAs" appears. In the monitor window, 
tf-man is seen walking into die electrode booth. Uice inside, the new message is 
"WE ARE n Ofi ATTACHING THE ELECTRODES TTJ HIM". After a five second delay, "If YOU 
SUCCEED IN MAKING OUR SUBJECT TALK, EXAMINER, YOU WILL BE GIVEN A NfcW ASSIGNMENT 
Oft uf THE ISLAND". Another five second delay and tne message is cleared. Voltage 
is set to 1 . 

A blip moves across tlie cardiograph, junping upwards and bacK down at the 1/3 
and 2/3 way marks; the height of die junp is inversely proportional to the voltage 
oeing applied. If tne player presses: 

"I" and the voltage is less than 20 , then the voltage increases by one. 

"ESC" then die player loses voltage-1 points from his score and is returned 
to outside of the hospital building in the village. 

"V", the figure in tne booth flashes and appropriate soixid affects are given 
for tne electric shocK. if die voltage >5 then the response is "NEVER", 
voltage > 10 it is "STOP", >15 it is "HURTS". If it is equal to 20 then there 
is a 2/3 ciiance of it oeing a random 3-digit nunber, and a 1/3 chance of it 
being the resignation-code, if the voltage is less than a randan nunber from 
1 to 20, then die response is "UHhHH". Tie response is printed in die 
response box 

"1", the message "THAT'S NUT CORRECT” appears in the message box if the 
response was not the resignation code. Otherwise, the message "WE HAVE MET 
THE enemy and IT IS US" appears, and the LCGE GAME program is rin. 

‘ihe program then goes back to drawing the next cardiograph blip. 


SPECIAL CASE Not higual lb 10 or 11 


Ihe lobby 
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'file hospital lobby is displayed. "BYE or M bACK M sends the player to die 
outside of die building, "LEFT to ftee Association, "FORWARD" to Siock Treatment, 
and "RIGHT to Psycftomotor Skills. "LOOK" produces the response "YOU ARE IN THE 
LOBBY." As always, the "END" and resignation-code commands should be implemented. 


tree Association 

‘lhe free association display is drawn. Belect from 5 to 10 tne nunber of 
times die process is to be repeated. 

In die left box, one of the words "CONFORMITY", "AUTHORITY", "HAHMUNY", 
"OBEDIENCE", " TRADITION", "ORDER", or- "DEPENDABILITY". ’men the command parser is 
invoked. if die player types in "SELF" or equivalent, the computer will faxe a 
syntax error, ‘flie screen will display the text page with die message "7SYNTAX 
error IN LINE " followed by the resignation code, 'lhe "]“ prompt will appear, 
waiting for an input, if the player types: 

An input of length less than 3, it will respond with "?SYNTAX ERROR" and go 
back to wait for anodier inpit. 

if tne first fourteen characters are "RUN The ISLAND" and the player was 
given the "Run llie Island" brotherhood assigrment, then the 
bkC/lhekhouD-ASSIGNmenT variable is set to indicate that it was done, the file 
message will be "DELUSIONS OF GRANDEUR", and the Psychological Profile 
section will be rin. 

If any three characters in the line was the resignation code, then the LOSE 
GAME program is run. 

If any three are "LIS", then the program is listed, and tne computer will 
allow anther input. 

If any three are "PR#", "NfcW", or "RUN" then analysis message will be "EASILY 
DISCOURAGED", and die psycho log ical profile section will be rin. 

If any three are "llC", "SHI", "HEL", or "DAM" then the analysis message will 
be "EASILY FRUSTRATED", and the psycho log ical profile section will be rin. 

Otherwise the psycho log ical message will be "ANTI-SOCIAL" . 

If after die selected nunber of words, the player did not enter a type „9 
verb, then the message will be “ALAPriNG NICELY". 


thock Treatment 

Lhe s<lock treatment display appears, lhe initial voltage is set to 1. 

If the player's nunber of credits is less than one, then credit is set to 0, 
"EXPERIMENT ABORTED" appears in the exaninor window, and the player is sent to the 
lobby. Otherwise the and credits are displayed in their appropriate windows. 

'lhe exctniner box has die message "WHY DID YOU RESIGN?", and the player must 
enter a 3-character response into the subject window. If the player enters his 
resignation code, then the LOSE GAME program is rin. Otherwise, the examiner 
window reads "VOLTAGE Now ON", voltage soind effects go off, cardiograph affects 
appear in the remaining window all relative to the amoint of voltage being 
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applied. Credit is reduced by the amoint of voltage, voltage is increased by one. 
If a randan nunber between one and the SCORE is less than the voltage, then the 
analysis message is “EASILY SHOCKED", and the psychological profile section is 
rin. 


If the voltage is less than 10, tnen the program goes back to the point vnere 
it checks that the CREDIT is less than one. Otherwise, the examiner window reads 
"EXPERIMENT NOW OVER", and there is a tvo second delay before the psychological 
profile appears with the analysis message "UNRESRJNS1VE" . 


iy*CHU>K/lUK SKILLS 

Ihe screen blanks out, and the current "level" is set to one. A colored frame 
appears in the outermose perimeter of the screen. 

A randan letter is ciosen. 'Ihe center of the screen reads "TYPE" followed by 
the letter. ’Ihe Keyboard then waits for trie user to type in the letter, clicKing 
the speaker wiile waiting. If the player waits more than the level nunber 
multiplied by 5 speaker clicks, then the "level" nunber is increased by one, and 
another frame is drawn within the previous one. Otherwise, the level is decreased 
Dy one, and the last frame disappears. 

If ti»e level reaches zero, then the player is sent to the psyc to logical 
profile with the analysis message " IMPULSIVE", and his score is increased by 10. 
If the level reaches 10 then he is sent to the psycrological profile with the 
message "ADAPTING NICELY." Otherwise, the program goes back to closing another 
letter. 


PSYCHOLOGICAL fttGPlLE 

A filecard appears on the screen, reading "SUBJECT: ft". "SUBJECT IS" 
folloved by the analysis message. After a two second delay, the player is sent to 
the lobby. 


CARETAKER'S HUlE 


Ihe hallway 

Ihe hallway display appears. Ihe player can enter the following commands: 

• END, Resignation Code, INVENTORY, BACK, 001, BYE, LEAVE: ’lhese commands work 
as usual. 

LOOK: Ihe OUTPUT box responds with "YOU ARE In A HALLWAY." 

FORWARD or IN: If the player does not have a KEYHOLE, tnen the OUTPUT box 
responds with "YOU NEED A KEYHOLE." Otherwise, he is sent in to see the 
Caretaker. 


’ihe Caretaker 
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*ttie Caretaker display is slx>wn. The PLUG FLAG is set to 0. The Caretaker 
says, "GOOD MORNING, #. CAN YOU tit; HELPED?" towever, each time before the 
Caretaker speaks, the radar antenna circle a few times, and the Caretaker's image 
junps back and forth between the 6 different television screens. 

'Ihe keyboard is cnecked. If the PLUG FLAG is on and the player types ESC, 1 , 
RIGHT ARROW, right ARROW, RIGHT ARROW, and . RETURN Keys so that the cursor goes up 
one line and copies over the 3 character long plug, the WIN GAME section is run. 
(NOTE: substitute equivalent editing commands to the Apple's on the target 
compter) . 

Otherwise, the command parser is invoked, tfien the player enters (OUT and 
OFF are treated as RUN): 

Resignation Code: Ihe LOSE GAME section is rin. 

END: 'ihe game is saved. 

YES, or NO SELF: Ihe caretaker responds with “SPOKEN LIKE A TRUE ISLANDER” , 
"ALL BENEFIT FROM COOPERATION", or "A FINE CITIZEN". 

ISLAND Cu-iPirrER: If the player's SCCKE is less thant 750, then the Caretaker 
says "YOU ARE NUT READY FOR THAT REALIZATION" , and the player must enter 
something else. Otherwise a three character socket appears on the screen, and 
the PLUG FLAG is turned on. If the player's SCORE is greater than 850, then 
the message "MANUFACTURER'S NOTE, PRESS [ESC] ONCE, PRESS [I] 0NOE, PRESS 

(RIGHT ARROW] THREE TIMES, THEN PRESS [RETURN]" appears. 

MARY, HELL, CLOWN, LAnB: 'Ihe player's score decreases by 5, and the Caretaker 
says, "WE MUST HAVE OVERESTIMATED YOUR l.Q." 

War, KILL, PEACE: 'Ihe Caretaker says “WAR IS PEACE." 

IGNORAfCE, DIPL IMA, PAPER, BOOK, STRENGTH, ISLANDER: Ihe Caretaker says 
"1GNCRAMJE IS STENGTH." 

SELF’: There is a 1 in 3 chance that the Caretaker will say "YOU ARE 
ANTI-SOCIAL" and increase your SCORE by 5. Otherwise, he will say "FREEDOM IS 
SLAVERY." 

SLAVERY: The caretaker will say "FREEDOM IS SLAVERY." 

BRorHEKHUOD: Your SCORE will increase by 1, and the Caretaker will say "THE 
BROTHERhOOD IS A MYTH." 

INFORMATION: 'Ihe Caretaker will say "WHY DID YOU RESIGN?" 

WHY followed by GET, WANT, RUNS, HERE, or GAME: The Caretaker will say either 
"WE WANT INFORMATION." or "MANY PEOPLE ARE INTERESTED IN WHAT YOU KNOW." 

WHO or WHAT, followed by RUNS, CARETAKER, or YOU: The Caretaker responds with 
"1 AM THE CARETAKER FOR THE MASTER." :bl WHERE followed by hERE, YOU, or 
CARETAKER: 'Ihe Caretaker responds with "EVERYWHERE". 

MASTER, tf, or Who followed by I: The caretaker says "YOU ARE #." 

where 1 , or WHAT HERE: The Caretaker says "THE ISLAND." 


-13- 



PRISONER 2 PROGRAM DESCRIPTION 


July 1^83 


WHEN HUNS, or LONG followed by YOU or CARETAKER: The Caretaker says "1 AM 
TfcttlORARY" . 

WHEN followed by GET, want, or HERE: *lhe Caretaker says “YOU HAVE ALWAYS bEEN 
1MLR1SUNED." 

LUNG: 'Ihe Caretaker says either “AS LONG AS IT TAKES" or "THE SOONER THE 
SETTER" 

WHEN RUN: ‘Ihe caretaker says "YOU WILL REMAIN UNTIL YOU TELL US WHAT WE WANT 
TO KNOv" . 

PERCOLATOR: The caretaker says "YOU LAVE NO GROUNDS." 

LIST, PR #6, GAME, SWITCH: 'ihe Caretaker says "wtt\T IS THIS OBSESSION WITH 
MACHINES?" 

SELL, DEPOSIT, WITHDRAWAL, or LOAN: ‘Ihe Caretaker says "YOU MUST balance YOUR 
OWN CHtCKbOOK." 

GET, INVENTORY, STEAL, GOLD, SILVER, BR0UMST1CK, or TREASURE: Tie CaretaKer 
says "YOUR MOST VALUABLE LOSSESSIOW IS IN YOUR hEAD." 

HELP or UMBRELLA: ihe Player's SCCKE decreases by 10, and the Caretaker says 
"hOW SHELTERED YOU ARE." 

RUNS: ‘ihe Caretaker says: "THE BODY CAN HAVE BUT ONE MIND". 

Directional adjective or COiRASS: 'Ihe Caretaker says "YOU HAVE NO DIRECTICN." 
PLUG and the PLUG FLAG is not set: 'Ihe Caretaker .says "I SEE NO PLUG". 

BYE, OUT, or PLUGH: The Caretaker says "i'LL TELL YOU WHEN YOU Can LEAVE." 

NO I: ‘Ihe Caretaker says "BY HOOK OR BY CROOK, YOU WILL." 

NO YOU: 'ihe Caretaker says "BY HOOK OR BY CROOK, WE WILL." 

KEY or KEYHOLE: Ihe Caretaker says "UNLOCK THE INFORMATION IN YOUR HEAD." 
QUIT: Ihe Caretaker says "DON'T WASTE MY TIME WITH LIES". 

WHY: The Caretaker says "LIFE HAS no MEANING." 

RUN, OVER, or RAPT: 'Ihe Player's SCORE increases by 10, and the Caretaker 
says either "ESCAPE JS IMPOSSIBLE" or "SUOH THOUGHTS ARE PUNlSHAbLE." 

CLONE: 'ihe Caretaker says "YOU WILL ONLY DOUBLE YOUR TROUBLES." 

Question Adjective: Ihe Caretaker says either "THAT WOULD BE TELLING.", 
"DON'T YOU KNOW?", or "SO INQUISITIVE, 

NO: Ihe SCORE increases by 1, and the Caretaker says either "DON'T BE So 
NEGATIVE." or "COOPERATION WILL MAKE YOUR LIFE EASIER." 

HERE: 'Ihe caretaker says eitner "NO MAN IS an ISLAND" or "wE ARE RESPONSIBLE 
for our own imprisonment." 
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If the input contained any other words, then the CaretaKer will respond with 
one of the following phrases: "HAVE YUU ANY MCHE TO SAY?", "CONFESSION IS GOOD FOR 
THE WhULE." , "PLEASE, GO ON.", "YOU SAY THE MOST AMUSING THINGS.", "YOU SOUND LIKE 
YUU ARE ALAPriNG NICELY HERE.", or "OJK SESSION IS OVER. TAKE CARE, #.". If the 
last message is given, the player is sent to the outside of the building. 

At the end of all other (Caretaker responses, the player must enter a new 
input. 


TUwN HALL 


Special Case is Less 'Ihan lb 

The tree information display is shown. ‘lhe command parser is implenented 
within the IDENTIFICATION box. If the player does not enter then ne is 
returned to the outside of the 'Ibwn Hall. 

'lhe computer then waits for the player to press a nunber on the Keyboard. If 
the player typ>es: 

0 , for LEAVE, he is sent to the outside of the Tbwn tall. 

1 , for WHO, the message "YUU ARE #" appears in the large right window. 

2, for WHAT, the screen clears, a CATALOG is preformed, and the display 

returns. 

3, for to HEN, prints in the large right window the message "LATER", or "SOON" 
if the SOKE is greater than 500, or "NOW" if the score is greater than 
1000. 

4, for to HERE, a 5x4 grid representing the Island's lavout appears in the 
large right window, 'lhe one corresponding to the Tbwn tell has an X in it, 
and the message "YOU ARE HERE" appears beneath. 

5, for toHY, the screen "treaxs out" for a Wiile, tones go off, the disK drive 
activates, and it looks as though the computer will blow a fuse, 'lhe display 
eventually returns. 

6 , for hCW, the message "YOUR ACCOUNT ff IS ", followed oy the ACCOUNT NUMBER, 
appears in the large right window. 

After responding to a nunber key, except 0, tne computer goes back to waiting 
for another nunber to be pushed. 

SPECIAL CASE is greater than 14 

'lhe Tbwn tell control panel appears. KXvER, FOOD, WATER, SURVELLANDE, 
SECURITY, GATES, INTERNAL COMMUNICATION, and EXTERNAL COMMUNICATION are all set to 
1. POPULATION is set to 1000 and DEATHS are set to 0. 'lhe following message 
scrolls across the OUTPUT box: "GREETINGS, #. THIS IS OUR TOWN HALL. FROM HERE YUU 
HAVE COMPLETE CONTROL OF THE ISLAND. WOULD YOU BE INTERESTED IN BEING CARETAKER 
FOR AWHILE?", 'lhe command parser is invoked. If the player did not type “YES" 
then the message "I AM GLaD TO SEE THAT YOU ARE HAPPY WITH THE WAY THINGS ARE. 
TAKE CARE." is scrolled, the SCORE is deducted by 20 and the player is returned to 
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the outside of the Tbwn tall. 

Otherwise, tnis message is scrolled: "VERY WELL, LET'S SEE IF YOU CAN MAKE A 
DIFFERENCE." 


'the computer then waits tor a keyboard entry. Wiile it is waiting, it rms 
Uie lslarxJ Simulation (see below) . Ihen, if die Key that the person entered is not 
a nunber between 0 and 9, it beeps and continues to wait. 

‘the appropriate number on Uie control menu lights up. If the player pressed 
the 8 Key and either die CUVIKOL-CCUNT was less than 99 or tne DEATHS were greater 
tnan 0, then the message "nut A VERY IMPRESSIVE PERFORMANCE, #. I'm SURE YOU NOW 
APPRECIATE HOW WELL THINGS ARE RUN AROUND HERE." is scrolled, and the player is 
returned to die outside ot the ‘town Hall. But if he presses 0 under odier 
circunstances then the message "IN APPRECIATION For a job WELL DONE, 1 AM 

PRESENTING YOU WiTrt THIS GOLD WA1CH AND A PLACE TO RETIRE_THE ISLAND" is 

scrolled, a GOLD WA'ICH is added to the player's possession list, and he is sent to 
the outside of the 'ibvn tall. 

If the nunber was not 0, tnen the computer waits for a KeystroKe. Until tne 
player presses a nunber Key, a lett arrow Key, or a right arrow Key, the Island 
Simulation is rm. if the player presses a nunber between 0 and 8, then tnat 
nunber on menu lights up instead, and the computer goes bacK to checK if that 
nunber is zero. 

if the key was the left arrow Key, then it decrease the value of the ctosen 
menu selection by . 01 . If it was the right arrow key, then it is increased by . 01 . 
But in ng case may if go below 0 or above 1. Ihe CONTROL COUNT is increased by 1. 
If it goes above 32000, it is set to 1000. If it is evenly divisible by 10, then 
the Island Simulation is rin once. 

'the value of the selection is displayed on the menu as a percentile 
(multiplied by 100). ‘Ihe computer then waits for another keystroke. 

Island Simulation 

tore, RND(l) means a randan nunber between 0 and 1. 

If the POPULATION is less than 950 then there is 1/6 chance tnat more 
prisoners will be added to the Island. A nunber between 1 and 99 is added to 
the POPULATION, and the message "MORE PRISONERS HAVE ARRIVED ON THE ISLAND" 
is sent tnrough the external comminications radio (see below) . 

'ihe GATE valui is multiplied oy (.95 + INTERNAL COMMUN./10) * (.9 + 
POWEiy'10). COLOR is set to blac-K; otherwise, if RND(l) is less than the GATE 
VALUE, the COLOR is set to red, and if RND(l) is greater than StCURlTY and 
the POPULATION is greater than 0, then an integer between 0 and 1 is cr»sen, 
added to ESCAPEES, and subtracted from POPULATION. 

The gates are drawn aroind the island image on the control screen in the 
appopriate COLOR, if rnd(1 ) is greater than GATES, and RND(l) is less than 
SECURITY and HND(l) is less than SURVEILLANCE, then the GATES are increased 
by RND(l) * (i-GATES), and the message "StCURlTY IS REPAIRING THE GATES" is 
sent through die internal communications radio (see below) . 

SECURITY is multiplied Dy (.9 + 1NT. CO-1M./10) * (.95 + WATEK/20) * (.95 
+ FOOD/20). If ESCAPEES is greater dian 0, then ctoose an integer between 0 
and one less than the number of ESCAPEES. Subtract this from ESCAPEES, and 
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add Co tile POPULATION. Send die message "SECURITY HAS CAUGHT SOME ESCAPEES" 
thouugh the internal caiunumcations radio. 

If SECURITY is less than .5 and RND(l) is less than EXTERNAL 
COMMUNICATIONS then diere is a 3 in 13 chance that SECURITY will be increased 
by KNO(l) * (1 - SECURITY), causing the message "HEADQUARTERS IS REINFORCING 
OUR SECURITY" to come across the external communications radio. 

If there is a fight going on and RND(l) is less than SECURITY, tnen the 
message "SECURITY HAS BROKEN UP THE FIGHT' comes across trie internal 
communications radio, and tne fight is removed from the display. 

If tne re is not a fight and RWD(l) is greater than SECURITY then tnere 
is a 3 in 13 chance that a fight will start (an E will appear somewiere in 
tne village display) , and tne message "a FIGHT HAS STARTED" willl come across 
tne internal comminications radio. 

If tnere is a tignt then there is a 1 in lk) cnance that DEAThS will be 
increased by 1 , population will decrease oy 1, and the message "SOMEONE was 
KILLED in The FIGHT' will come across tne internal communications radio, 'ihe 
fignt will stop. 

If there is a riot and RND(l) is less than SECURlTY/lt) then the message 
"SECURITY HAS STOPPED THE RIOT’ will come across the internal comm, radio; 
tne riot will leave the display. 

If there is no riot, and RhD(l) is greater than SECURITY, and RWD(l) is 
greater than EOOD, and RND(l) is greater than WATER then there is a 2 in 11 
chance tnat the message "THERE IS A RIUT ON THE ISLAND" will come across the 
internal comm, radio, and an R will appear in the display. 

If there is a RIOT, then the nunber of people Uio died in it will be tne 
integer value of RND(l) * POPULATION/10. if this nunber is greater than 0, 
then DEATHS will be increased by that nunber, POPULATION will be decreased by 
that nunber, and tne message "SOME PEOPLE WERE KILLED IN THE RIOT' will come 
across the internal comm, radio. Ihe riot will not stop. 

INTERNAL COMMUNICATIONS is multiplied by .95 + PLWER/20. EXTERNAL 
COMMUNICATIONS is multiplied by .9 + POVER/10. SURVEILLANCE is multiplied by 
(.9 + PLWER/10) * (.95 + INTERNAL COMMUNICATIONS/20). FOOD is muitipiied by 
(.95 + PUWER/20) * (.95 + INTERNAL ClMMUNICATICNS/20) . 

if RXVER is less than one then tnere is a 6/105 chance that pwr will 
be increased by RWD(l) * (1 - POnER) . ‘Ihe message "HEADQUARTERS IS FIXING OUR 
KJWER LINES" will come across the external comminications radio. 

if die re were any DtATHS and SECURITY is less than RWD(l)/50 and WATER 
is greater than .75 tnen WATER will be halted, DEATHS will be increased by 0 
through 2, and die message "SABATEOURS HAVE BLOWN UP OUR WATER LINES" will 
come across die internal comm, radio. 

All valms are then adjusted so that they are neither less than 0 nor 
greater than 1, and are then printed as an integer percentile on the control 
panel. If the DEATHS are greater dian 500, tnen the player's turn are ruining 
the Island is automatically over. 

Internal Obmmunicat ions Radio 
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if RND(1) is less than INTERNAL. COIM. then the message will scroll 
across the CUTPUT window. 

Internal Communications Radio 

if RNL)(1) is less than EXrERNAL Coim. then the message will scroll 
across the OUTPUT window; nowever, if-. RND(l) is greater than SECURITY, then 
the message will be encoded in graphics characters. 


SWITCH YARD 

This is a building comprised of 12 roans, from vhich you may proceed from 
four directions: FCKWARD, LEFT, RIGHT, BACK. Each time tne building is entered, 
trie SIT ELaG is turned off and tne internal arrangenent of the roans is randanly 
constructed. Going in a direction from roans 1 to 12 will lead to only rooms 1 to 
9 with tne following exceptions noted below, loons lk) to 12 may be gotten to by 
only one direction fran one of the first nine rooms. 

Lfccrlptions of loans: 

1: A room with three doors, a large R appears on the bacx wall. FCRWAKD from 
here leads to the outside. 

2: Same as above, but with a different color and a large M U". 

3: Same as above, but with a different color and a large H b". 

4: Same as above, but with a different color and a large "1". 

5: Same as aoove, but with a different color and a large "K". 

. 6: Same as above, but with a different color and a large "C". 

7: Same as above, but with a different color and a large "d". 

8 : Same as aoove, but with a different color and a large "b". 

9: Sane as above, but with a different color and a large "E". 

Ik): THE GREAT CHAIR. If one w»re to sit in it, strange things will happen 
(see below for details) . 

11: THE SWITCH KOUi. Depending on tne setting of the SOUND FLAG, the switch 
will be up or down (see below for details) . 

12: THE EXIT. A long hallway shows the way out. Going ICKWARD from here leads 
to the outside of the Switchyard. 

The following words may be implemented from the command parser: 

END: Saves the gane. 

Resignation Code: Doses the gane. 

WHERE: Produces the message in die CUTPl/T window: "YOU ARE IN THE 
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SWITCHYARD." 

INVENTORY: Prodires an inventory listing. 

DROP: Produces tne message in tne OUTPUT window: "THAT TRICK WON'T WCKK 
HERE." 

SIT: if room=10 then an image (made up of 3 signs) of a person appears in the 
cnair. in tne window above the chair, the nunbers 0 through the valus equal 
to tiie SCORE (if the SCORE is less than 0, then it remains at 0), appear in 
the window, clicking as tne nunbers rise. Various sornd effects go off, and 
zeros appear in the A and B windows. The SIT FLAG is turned on. 

MARY LAMS: If room=10, the SIT FLAG is on, and the BRCmiEKhOOD ASSIGNMENT was 
to say "MARY HAD A LITTLE LAMS", then the SIT FLAG is turned off, the 
BROTHERHOOD ASSIGNMENT is set to indicate that tnat assigrment had been 
completed, and the melody fran "MARY HAD A LITTLE LAMS" is played. 

SWXTCh: if room=ll tnen tne SOUND FLAG changes from what it once was (from 
Lt‘f to UN, or ON to CFF) , and the switch charges positions with a loud 
click. 


t lRWARD: if room=12 or 1 then die player is sent to tne outside of the 
Switchyard, if tne room is less than 10, the player goes to the predetermined 
roan. 

BACK, LEFT, RIGHT: The player goes into the predetermined roan along tnat 
direction. 

Any other commands produce the response "YOU TALK IN CIRCLES". 


CARNIVAL 


The carnival display appears on the screen. A cursor appears on the screen 
next to "TYPE WT UR BYE", and tne computer waits for a keystroke. If the player 
presses tne [ESC] key, then it waits for a key. if the player presses tne I key, 
then the cursor inverses the "W" of the lowest "WT" , and the computer waits for a 
key. If tile player presses the (LEFT ARROW] key three times, the cursor will move 
over the "WT." Finally, if the player presses [RETURN] then the large "WT" appears 
at tne right end of tne teeter-totter, sending the left end up and #-man flying 
tnrougn the air and out tnrougn the roof (note: if the player does not follow the 
above sequence, control is returned to the command parser as outlined in the 
paragraph below). #-man lands next to the filing cabinet. If the player fails to 
press tne keyboard within 2 seconds, a siren soinds and he is sent back to the 
castle. otherwise, nis score is increased by 10. If he does not have matches or 
tne BROTHERHOOD-ASSIGNMENT was not set to "SET FILING CABINET ON FIRE" then he is 
returned to outside of the carnival. Otherwise, #-man extends a match, flanes 
appear over the filing cabinet, the BROTHERHOOD-ASSIGNMENT is set to tne completed 
mission status, and the player is returned to outside of the carnival. 

The following commands are implemented in the command parser: 

"BYE", tne player is returned to outside of the carnival. 

"WT", another regular "WT' is added to the right side of the teeter-totter. 
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Once five weights are added, the teeter-totter teeters, sending i-man up in 
the air to catch the balloon and bring it down to the ground with him. His 
score is decreased by twenty, printed on the screen, and the player is 
returned to the outside of the carnival. 


•Hit HANK 


Special Case fckjuals b 

A display of the safe is shown. *lhe command parser is engaged. If the user 
types: 

KNCb: a digit of the resignation code snows in one of the three tunbler 
windows for eacn time the user types "KNOW". At the third time (all three 
digits of tne resignation code being shovn) , the player is sent to the LOSE 
GAME routine. 

OPEN: ‘ihe message "Tub SAFE IS LOCKED" is displayed in the OUTPUT window. 

U/T or RUN or HACK or bYE, the player is sent to the outside of the bank. 
InVeMiurY and LOOK work as in all other rooms. 


Special Case Is tot tigual to 5 

•me • bank display is shown, and "CAN YOU BE HELPED?" musically scrolls across 
the OUTPUT window. 'Ihe command parser is implemented; if the player types: 

tx/r or RUN or BYE or BACK or NO send the player to tne outside of the bank. 

OPEN or Knob causes a siren to sound, and the player is sent to tne CASTLE. 

INVENTORY and LOOK work as in all other rooms. 

DEPOSIT: the message M ENTER BANK ACCOUNT # M musically scrolls across tne 
OUTPUT WINDOW", and the player must enter a nunber. If the player enters his 
resignation code, ne is sent to tne LOSE GAME routine. If he does not enter 
his bANK ACCOUNT NUMBER the message "YOU DO NOT HAVE THE PROPER 
IDENTIFICATION" musically scrolls. Otherwise, the message "WHAT AMOUNT?" 
scrolls, and the user must enter a number. If it is equal to M or greater 
than his number of credits, then the message "YOU SHOULD SEE H<CFESSCR worn" 
is scrolled. Otherwise, tne amount is deducted frcm his credits and tne 
amount in nis bank account is multiplied by 1.06 and added by the amomt 
entered. 

witulkawaL: the message "ENTER bank ACCOUNT t" musically scrolls across tne 
OJTPur window", and tne player must enter a nunber. If the player enters nis 
resignation code, he is sent to the LOSE GAME routine. If he does not enter 
his BANK ACCOUNT NUMBER the message "YOU DO NOT HAVE THE PROPER 
IDENTIFICATION" musically scrolls. Otherwise, the message "WHAT AMOUNT?" 
scrolls, and the user must enter a nunber. If it is equal to 0 or less than 
his nunber of credits, then the message "YOU SHOULD SEE PROFESSOR NORM" is 
scrolled. Otherwise, tne amount is deducted from his bank account and added 
to his credits. 

LOAN: the message "ENTER BANK ACCOUNT $" musically scrolls across the OUTPUT 
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wiNixW, and the player must enter a nunber. If the player enters his 
resignation code, he is sent to the LOSE GAME routine. If he does not enter 
his HANK ACCOUNT NUMBER the message "YOU DO NOT HAVE THE PROPER 
IDENTIFICATION" musically scrolls. Otherwise, the message "wHAT AMOUNT?" 
scrolls, and tne user must enter a nunber. if it is equal to a or greater 
than 10000 then the message "TOu MUCH" is scrolled. Otnerwise, the the 
player is ctiecKed to see if he has passessions 7 through 12 (tie,3 piece 
suit, gold watch, diploma, cross, and percolator) . If tie does, the message 
"THE LOAN IS APPROVED. PLEASE ACCEPl' THIS FREE GIFT: A SILVER DOLLAR" is 
scrolled, a silver dollar is added to his list of possessions, his score is 
increased by 5 0 , the load anoint is added to his credits, and all six 
possessions are taKen away. Otherwise, it scrolls "yuu NEED THE FOLLOWING 
ITtMS FCK COLLATERAL:", and it displays the itons he does not have on the 
Doard to the left of the teller. 


'ihe courthouse display appears on the screen. Tie message "HEAR YE! HEAR YE! 
COURT IS now IN SESSION." musically scrolls across the CUTPUl* window. Ihe TRIAL 
COUNT is set to 1. 

Lepending upon the setting of the TRIAL COUNT, the following messages are 
printed in the DEFENDER and PKOSECUTUK windows: 

1: DEFENDER: " INCREASE CREDIT BY 1". PRCbEO/rOR: "DECREASE SURE BY 2". 

2: DEFENDER: " INCREASE SCCRE BY 2". WCSECl/rOK: "DECREASE CREDIT BY 4". 

3: DEFENDER: " INCREASE CREDIT BY 4". fRCSECUVOK: "DECREASE SCu<E BY 8". 

4: DEFENDER: "INCREASE SCIRE BY 8". FRCSECl/TOR: "DECREASE CREDIT BY 16". 

5: DEFENDER: " INCREASE CREDIT BY 16". PRCSEd/TOR: "DECREASE SCCRE BY 32". 

6 : DEFENDER: "INCREASE SCCKE BY 32". PRCbfcCl/l'OR: "DECREASE CREDIT BY 64". 

7: DEFENDER: " INCREASE CREDIT BY 64". PKCbfcCl/rOK: "DECREASE SCCKE BY 128". 

8 : DEFENDER: " INCREASE SCCRE BY 128". PKCbtCl/TOK: "LOSE ALL POSSESS 1LNS" . 

9: DEFENDER: "INCREASE CREDIT BY 256". PRCbECl/rOK: "RESET GAME TO N&v" . 

10 : DEFENDER: " INCREASE SCCRE BY 512". PRCbfcCUrOK: "INITIALIZE DISKETTE". 

The player's SCCRE and CREDIT is printed in the appropriate widows, and tne 
message "KILL YOU Pi/r YOURSELF CN TRIAL?" musically scrolls across the screen. The 
command parser is implemented, and if the player answers "NO" or "bYE" or "BACK" 
tnen he is sent back to the outside of the courthouse. 

if a randan nunber between 1 and 2000 is less than the SCiRE, then a word of 
3 to 8 randan letters is constructed, otherwise, one of these words are ctosen: 
FHEEOCM, LIBERTY, LlCEf^E, INDEPENDENT, AlTONCMY, SOVEREIGN, Al/IARCHY, LIBERATION, 
ANARCHY, ESCAPE, RELEASE, HOPE, FREE, DIGNITY, INDIVIDUAL, RESPECT, or HU VAC Y. 
thder the gallows, an inderline is printed for each character in the crosen or 
constructed word. Ihe WRONG LETTER and RIGHT LETTER count is set to 0. 
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‘llie computer then waits for Uie user to type in a letter. If the player types 
in a letter that: 

* he has previously ctosen: tnen it is ignored, and he must enter another 
letter. 

* matches a letter in the word:.All the letters in tnat word tnat match 
replace the appropriate underline marKs, the WIGHT LETTER count is increased 
by tne nunDer of matching letters, and the letter is added to the list of 
cnosen letters, v^iicn appears in the INPUT window, if the WIGHT LETTER c.ouit 
equals the nunber of letters in the word, then the message "THE VERDICT IS 
nut GUILTY" scrolls across the OUTPUT window, promise tnat appears in the 
"DEFENDER" box is carried out, and the TRIAL COUNT is increased by 1; 
however, it the ‘IKIAL CuunT is then equal to 11, tne word TILT appears 
underneatn the SCCKE/CKEDiT box, the message "WINNING IS LOSING" scrolls 
thrown the OUTtvr dox, and tne player is sent to tne outside of the 
Co ur too use. 

* matciies no letters in the word: the wkUNG letter count is increased by 1, a 
new body part appears in tne gallows (in order: noose, nead in noose, torso, 
left arm, right arm, left Icq, right lag), the judge "laughs" (mouth opening 
an closing, appropriate sound effects) for a time proportional to tne wrong 
LETI'ek count, and the letter is added to the letter list, appearing in tne 
OUTPUT box. If tne body is completed, tnen the message "THE VERDICT IS GUILTY 
scrolls across the CUT PUT box, the "sentence" in the tRCbtEUTuR box is 
carried out (NOTE: for "GAME STATUS SET TO NEW", all of the variables 
maintained in the gane file are set to their initial values; for "INITIALIZE 
DISKETTE", disx sounds are heard, but the diskette is not actually 
initialized; instead, the player is sent to die Castle), and the ‘IKIAL COUNT 
is increase by 1. 

‘Ihe new SCCKE and CREDIT values are printed, and the game goes back to 
displaying the new DEFENDER and WOSfCUTOk messages and asking the player if he 
wants to puc himself on trial. 


‘The theater 


‘Ihe 'Iheater display appears, 'then the following cycle of "films" appear on 
the "movie screen": 

A nunber sign appears in tne movie screen, being chased by Rax. 'Ihe 
following message musically scrolls in the OUTPUT box: "ALL THE WAY 'ROUND 
THE MULBERRY HUSH ‘THE M UN KEY CtASED THE WEASEL. THE MLNKEY THOUoriT 1WAS ALL 
IN FUN..." Ihe nunber sign disappears and the message continues: "POP! GOES 
THE WEASEL." 

A nunber sign sitting on a well appears, with the message: "MJMPTY LUmPTY 
SAT ON THE WALL. HUMPi'Y LUMPTY HAD A GREAT FALL." 'Ihe nunber sign falls down 
and is disfigured. Several Pax creatures appear around it. "ALL TnE KING'S 
HOUSES AND ALL THE KING'S MEN COULDN'T PUT HLMPTY TOGETHER AGAIN." 


Pax appears on the screen. "LITTLE HO PEEP HAD LOST HER SHEEP AND DIDN'T KNOW 
WHERE *IU FIND ThfcW." 'Ihree nunber signs appear behind Pax. "LEAVE THtM ALONE 
AND THEY'LL COME HOME EKAGGING THEIR TAILS BEHIND THtM." 


-22- 



PRISONER 2 PROGR/W UESCRlPriON 


July iy#3 


'me cycle then repeats until die player hits a Key. If he presses the ESC 
Key, then he is return to the outside of the Theater. Any other Key causes die 
screen to go blank, tne SCORE to be increase by 15, arxJ, depending upDn the 
setting of the bRUlHEKHOOD ASSIGNMENT, one of die following dungs to happen: 

bKUlhcKliUOL) ASSIGNMENT NEVER GIVEN: The followirg messages slowly print ard 
erase at rardan places on the screen: "WE ALL KNOW WHAT THE island lti" , "ALL 
WE HAVE TO DU IS PULL...-,"SHHH! WbJ'S THAI?", "WE'VE BEEN DISCOVERED!", 
"whu are YOU?", 'ihe computer dien waits for a KeystroKe. if the player tails 
to press die j» Key, they respond "wE DON'T KNOW A ", followed by the Key. 
"GET KiD \jf him!" is the last message printed before the player is sent to 
die outside of die Iheater. 

otherwise, tne following messages print: "DOES ANYONE here KNU* *?", "1 
CAN VOUCH ELK Him." , "I'VE bEEN WATCHING him.", "1 DON'T TRUST Him.", "LET'S 
take A VOTE.", 'ihere is a five second delay before printing "THE nUTICN IS 
CARRIED." Two out of five times, it will dien decide to print "THROW him 
OUT!", and send die player to the outside of die 'iheater. 

Otherwise, It prints "Wh AKE THE BKt/rnEKilOUD." , "WE ARE DEDICATED TO 
‘IHE", "OVERl’HROW Ct* ThE ISLAND." , "ARE YOU WILLING TO JOIN US?". ’Ihe computer 
waits for a Keystroke, if die player does not press die Y Key, tnen the 
computer prints “THEN AT LEAST DO NuT dETraY uS" ard sends die player to the 
outside of the dieater. 

Ctnerwise, it prints "GOOD. ARE YOU PREPARED TO", "GiVE YOUR LIFE, 
COMMIT MUKLER" , "AND ACTS OP SAbUTAGE" , "WHICH MAY CAUSE THE DEATHS" , "OP 
INNOCENT PEOPLE?", "CHEAT, FORGE, bLACKMaiL", "DISTKibUTE HAbIT FORMING 
LRUGS", "ELK THE CAUSE OP FREEDOM?" 'Uie computer waits for a Keystroke. If 
tne player does not type tne Y Key, tnen the computer responds with "THEN YOU 
ARE NUT FOR US" and sends the player to die outside of the Theater. 

Otherwise, it prints "HERE IS YOUR FIRST TASK", "SIT In THE GREAT CIA IK 
AND SAY", "'MARY HAD A LITTLE LAMb" , "DID YOU GET THAT?" The Computer waits 
for a Keystroke. If tne response was not Y, then it repeats tne assignnent. 

It tnen prints "GOOD LUCK!", and then there is a five second pause 
before it prints "THE oROTHEkhOOD LIVES!" and sends the player to die outside 
of tne theater. 


bkUTHERHOOD ASSIGNMENT nut COMPLETED: it slowly prints ard erases "Do NOT 
SnLW YOUR FACE UNTIL" and "YOUR ASSIGNMENT IS COMPLETE" before sending the 
player to die outside of the Theater. 


bkOTHEKhOUD ASSIGNMENT COMPLETED SUCCESSFULLY: If die assignnent was tne 
"Mary hcd a little lamb" one, then it slowly prints and erases "YOU HAVE JUST 
COMPLETED A TEST" and "TO SEE IF YOU CAN FOLLOW ORDERS." 

The SCORE is increased by 75 for the "M3ry" assignnent, 150 for the 
"newspaper" assignnent, 225 for the "file cabinet" assignment, and 300 for 
die "run die island" assignnent. It dien prints "CONGRATULATIONS ON YOUR 
SUCCESS" and "YOUR REWARD IS THIS CLUE:". It then prints a clue relevant to 
the assignnent: 


MARY: AN ISLAND IS NO MAN 
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NEWSLAPEK: THE TRUTH SHALL REVEAL THE PLUG 

CABINET: INPUT THE PLUG 

KUN: UUNK AND BE MEHKY 

It then prints "WILL YOU TkY ANOTHER" and "ASSIGNMENT?" it waits for a 
Keystroke. If the Key was non Y, tnen it prints "COiE BACK" and "IF YOU 
Change YOUR MIND" before it sends tne player to the outside of the ’theater. 

Otherwise, it prints "GOuD. YOUK NEW ASSIGNMENT IS" and randomly picKs 
one of tnese tnree assignnents (but never the same one twice in a row.) : 

"SET THE NEWSPAPER headlined", "TO READ 'DEUS EX MACH1NA'" 

"SET THE FILING CABINET UN FINE", "USE THE LARGE WEIGHT', "THE LIBRARY 

BOOK WILL TELL HCW" 

"'RUN THE ISLAND'", "ELK THE SHRINKS" 

it then prints "DID YOU GET THAI?" and waits for a Keystroke. If the 
player does not respond with a Y, tnen it repeats the assignnent. Otherwise 
it prints "GOOD LUCK", and, after a five second pause, "THE BROTHERHOOD 
LIVES!" before sending the player to the outside of the 'lheater. 


GENERAL STOKE 


•hie store display appears with the following items for sale: 


INVENTORY PRICE 
percolator 20 

matches 3 

pen 2 

paper 1 

paint 5 

watch 25 

map 5 

can pass 5 

book 5 


The message "ALLCW ME 'ID ADJUST MY PRICES" musically scrolls across the 
OUTPUT window. The player's BANK ACCOUNT NUMBER musically prints in the cash 
register window, the plus the integer value ot the amoint in the BANK ACCOUNT 
divided by twenty is added to each price. 

The message "CAN YOU BE HELPED?" musically scrolls across the OUTPUT window. 
The player must then type in a response. If he types: 

OUT or BYE or BACK or no then the message "BE SEEING YOU" musically scrolls 
across the OUTPUT window, and the player is returned to the outside of the 
store. 

BUY: then the bank ACCOUNT NUMBER is musically printed in the casn register 
window, if die object he asks for is not in inventory, then die message “wE 
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DON'T CARRY THAT ITtM" is scrolled, and he is again asked about help. 
Otherwise, the message "HCW MANY WOULD YOU LIKE?" scrolls, and the player 
must enter a nunber. The nunber is then multiplied by the base price, 'ihe 
total then is musically printed in the cash register. If tnis total exceeds 
his nunber of credits, then the message "YOU DON'T RAVE THE CREDIT is 
musically scrolled, and he is again asked about nelp. otherwise, the nunber 
of items is added to his possessions, the total is deducted from nis credit. 
Purchase of the possessions produce these messages before he is asked again 
for nelp: 

ITU* MESSAGE 


PERCOLATOR 

MA'ICliES 

FEN 

PAPER 

PAINT 

WATCH 

MAP 

CUIPaSS 

oOOK 


YOU CAN DANK ON . IT 
DON'T DEFILE YOURSELF 


1 WOULDN'T BANK ON IT 
1 WOULDN'T SANK ON IT 

A CtMtASS NEELS A NEEDLE 
GOING TO THE LIBRARY? 


PAINT and he owns paint and a watch, then the message “YOU WON'T FOOL ANYONE" 
musically scrolls, and he is again asked if he can be helped. 

CUimSE and ne owns one, tnen the message "YOU hAVE NO DIRECTION" musically 
scrolls, and is again asked about help. 

MAP and ne owns one, then the screen erases to show a 4x5 array of blocks 
witn tne nunbers 1 through 28 in each. The input prompt says "PRESS <SPACE 
BAR> TO CONTINUE". If tie does, the store display reappears, and he is asked 
about help. 

INVENTORY, END, and RESIGNATION CODE work as well. 


NEWS STAND 


■Ihe NtWSTAND interior display appears. Ranacm digits from 1 to 9 appear in 
the frames to the left and right of tne Typeset Machine. Ihe 17 cnaracter wide 
window in tne typeset machine redds "C SAID U HEX NAME". The two-character wide 
inverse cursor is at tne left side of the window. The two ctiaracters that the 
cursor is over -show up in inverse. 

The computer waits for a keystroke. If tne player types 

RIGHT ARRCW KEY - The cursor will move right one position inless it is 
already at trie right side of tne window, in vaiich case a buzz will souid. 

LEFT arkcw KEY - The cursor will move left one position tnless it is alreedy 
at tne left side of tne window, in which case a buzz will souid. 

S KEY - The two letters within tne cursor will transpose (switen positions) . 

RETURN KEY - if, after all the blanks are stripped out, the message in the 
text window reads "DEUSEXMaCHIna" , then tne BRC/IHERHOOD ASSIGNMENT is set to 
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the value that that assigrment has been completed and a siren begins to go 
off; unless the player presses ESC within 35 cycles, he will be sent to the 
CASTLE. Otherwise, he is sent to the outside of the newstand. (If he buys a 
paper, the headline will read "Dfc)US EX MAC MINA" if he completed the 
assignnent) . 

Any other key will illicit a buzz souid. 


LIBRARY 


The library display appears. A book appears on the ramp leading into the 
sphinx's mouth. 'Ihe message "PULL THE Swl'lCh" musically scrolls through tne OUTPUT 
box, an! then tne command parser is implemented. If the user types: 

end: tne gane is saved. 

Resignation Cbde: the lose gane section is rin. 

AhERE: the message "YOU ARE In 'ME LIBRARY" scrolls across tne screen. 
INVENTORY: an inventory is performed. 

OUT or RACK: he returns to the outside of the Library. 

Anything other than NO: one of these book titles appear in the side of tne 
bpninx: CATCHER IN THE RYE, 1964, BRAVE NEW WORLD, PORTNOY'S C CM PLAINT, UMJLE 
TIM'S CABIN, ULYSSES, HIXJKLEBEKKY FINN, LADY CHATTERLY'S LOVER. The book 
slides across the ranp into the Sphinx's mouth, where it is consulted in 
flanes. ‘Ihe player's SCORE is reduced by 10, and the player is again asked to 
pull the switch. 

NO: If the LIBRARY ASSIGNMENT status was #3 (see below for explanation) and 
the player owns a silver dollar, then the display changes to a large book 
with tne title APPLESOFT REFERENCE MANUAL - PAGE 110; This display pauses for 
5 seconds before tne LIBRARY ASSIGNMENT is set to status #0 (initial state, 
and the player is returned to the library's outside. (NOTE: substitute the 
appropriate manual and page on editing commands for the target computer) . 

if the LIBRARY ASSIGNMENT status is: 

0: The book title "THE WIZARD OF UZ" appears in the Sphinx's belly and a 
green Uz head (as in the movie) appears in the television set. ‘ihe 
message "i AM US, THE GREAT AND POWERFUL. BRING ME THE WITCH'S 
BRUCMSTICK AND I'LL GRANT A WISH" musically scrolls across the OUTPUT 
window. The LIBRARY ASSIGNMENT status is set to 1, and the player is 
sent to the outside of the Library. 

1,2, ,3: The message "YUU MUST FINISH YOUR OUEST" musically scrolls 
across the OUTPUT window, and the plyaer is sent to the outside of the 
Library. 

4: The book title "THE WIZARD OF (£" appears in the Sphinx's belly and 
tne Oz nead in the TV set. The message musically scrolls: "I WILL NEW 
GRANT A WISH, i WISH YOU TO THE CASTLE." The LIBRARY ASSIGNMENT status 
is set to #5, the BROCMSTICK is is taken away from the player, and the 
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player is sent to tne Castle. 

5: 'Ihe book title "Tun SAwYEK" appears in the Sphinx's belly and a raft 
appears in the television set. Ihe message musically scrolls: “FIND 
INJUN JOt'S TREASURE ANi) I'LL SHU* YOU A THICK." 'ihe LibRAKY ASSIGNMENT 
status is set to #2 and tne player is sent to the outside of the 
Library. 

6: ‘Ihe book title "Tin SAWYER" appears in tne Sphinx's belly and a raft 
in tiie 'IV set. The message musically scrolls: "THE THICK IS CALLED 
whitewashing", tne screen turns white, the LlbHAKY ASSIGNMENT status is 
set to tl, the TKEASUKE is taken from the player, and the player is sent 
to the Castle. 

7: 'ihe oook title "A CHRISTMAS CaKOL" appears in tne Spninx's belly and 
a Scrooge head appears in the TV set. 'Ihe message musically scrolls: 
"GET A LOAN FHU1 THE HANK AND I 'LL GIVE YOU A SILVER LOLLAR" , the 
LlbHAKY ASSlGi*iENT status is set to #3, and the player is sent to tne 
outside of the Library. 


Ihe scrooliouse display appears. Ch of three lessons are randomly ctosen: 
MfcMOUZATItw, SPELLING, MATH, ahe blackboard reads "TODAY'S LESSON IS", followed 
by tne appropriate lesson. 'Ihe message "PRESS ANY KEY ALTER THE SELL RINGS" 
quickly appears in the CUTK/r box. After 10 seconds, a bell goes off; however, if 
the player presses the key before the bell sounds, five points is added to his 
score. 

'Ihen the appropriate "lesson" takes piece: 

memuuZATIun: 'ihe DIGIT COUNT is set to 1, and the sentence "HE ROTE The 
A i^wER LXWN" appears on the blackboard, 'ihe WKCWG ANSWER count is set to 0. 

A sequence of digits from 0 though 9 is randomly constructed, the number 
of digits equal to the DIGIT coint, and the WRONG DIGIT count is set to 0. 
towever, there will be a 1 in 20 cnance that the sequence will be set to 
match tne RESIGNATION CODE and the DIGIT COUNT reset to 3. 

'ihe sequence of nunbers is printed on the blackboard one at a time witn 
a unique position, color, and tone, and then disappears. After tne last digit 
is printed, the words YOU TRY appear on tne right side of the screen, and the 
player must type in the sequence. As the player enters each digit, the digit 
appears on the blackboard with the same unique position, color, arri tone. 
After the last digit is entered: 

if the player entered his resignation code, then he is sent to the LObE 
GAME part. • 

if the player correcay duplicated the sequence, then a pleasant tone 
sounds, DIGIT COUNT is increased by 1, the WRONG COUNT is set to 0, and 
a new sequence is created. 

if the player did not duplicate the sequence, then the wrong COUNT is 
increased by 1. If it equals 3 then "ICNCKAfCE IS STRENGTH" appears in 
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the CUT PUT box and the player is sent to the outside of the bcrooltouse, 
unless the DIGIT COUNT is greater than 8, in which case the message 
"HERE IS YU UK DitLUMA* appears in the OUTPUT box, a worm crawls out of 
the apple, moves across the desk, art] pushes a diploma off the side, the 
player is given a diploma, the message '* IGNORANCE IS STRENGTH" appears, 
and tne player is sent to the outside of the sc tool to use. 

SPELLING: The WRONG COUNT is set to 0. 

the of these spelling vvords are ctosen: AbSCENT, AUl'HER, CALENDER, 
COMMIT Y, COUNSULEK, EXCELLANT, GRAMflER, LiBAKY, MiSPELLM, tRINJIPEL, 
HtCt’t'tSCK, or wRlTTING. Then the word SPELL and the spelling word appear on 
tne blackboard, each in a different color. 'Ihe player must then type in the 
spelling word; however, instead of tne letters he types appearing in the 
INPUT box, letters from tne spelling word appear in backwards order. If, 
after the last letter is typed,: 

enters tne word correctly, a pleasant somd is heard, "YUU DID GREAT' " 
appears in tne CUT PUT dox, the WRONG CUUNT is set to 0, and a new word 
is ctosen. 

enters tne word incorrectly, an mpleasant ouzz is heard, "YOU BLEW IT!" 
appears in the OUTPUT box, and tne WRONG COUNT is increased oy 1. if it 
ever readies 3, the player is sent to the outside of tne scroolrouse. 

MATH: Ihe wrong CUUNT is set to 0. 

.'IV*) digits from 1 througn 8 are ctosen suen that their sun is not 
greater than 9 rot equal to the abrolute value of their difference. Than a 
division problen involving the two nunbers appears on the blackboard, with 
nothing after the equals sign, 'the player must then type in a digit. If the 
player enters: 

Their sun: then tne absolute value of their difference appears 
after the equals sign, "FANTASTIC!" appears in the CUTRJT box, the WRONG 
COUNT is set to 0, an mpleasant somd is heard, and a new problen is 
created. 

Anything else: an mpleasant somd is heard, "WRONG, bTUPID!" appears in 
tne OUTPUT box, the sun appears after the equals sign; and tne WRONG 
COUNT is increased by 1; if it reaches 3 then the player is sent to the 
oucside of the Scroolrouse; otherwise a new problen is created. 


BAR 


The Dar display appears. Conceptually, the bar is a 19x8 grid, with some 
sections flagged as walls, the exit, the cradle, and tne bar. The CK1NK COUNTER 
and HALLUCTINATTUN FLAG are set to zero, {-man appears in the cradle in the center 
of the room. 

The computer waits for a keystroke. Wiile waiting, if a nunber between one 
and 500 is less than 2 raised to tne pawer of the LKINK COUNTER then tne screen 
flashes. Also vhile waiting, a section of tne grid is examined: if it is vacant, 
then a colored block is placed there, accompanied by a random tone; if it contains 
a colored block, then it is removed. If a valid keystroke ("U", "D", "L", or "R") 
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nad been entered, the HALLUCINATION FLAG is set to zero, and a randan nunber 
between 1 and SfcJfc) is less chan the LR1NK COUNTER, then the HALLUCINATION FLAG is 
set to a HOUSE, TREE, or PAX, and the hallucination appears somewhere in the open 
area. 

If the user nad pressed "U", the ward "NORTH" appears in the OUTPUT box and 
he moves up; "L>": "SOUTH" and down; "L" s^WEST" and left; "H" : "EAST and right, 
te cannot walk into a wall or colored block; ne will hear a tone if he tries, if 
he v**lks into: 

THE EXIT: he will be sene to the outside of the bar. 

HOUSE HALLUCTINATION: ite will be. sent to die CASTLE. 

THEE HALLUCINATION: ha will be sent to the wilderness. 

PAX HALLUCINATION: 'Ihe message "HE'S MURDERED SUmEUNE! " will scroll musically 
in the OUTPUT window, 'ihe MURDER FLAG is set to one, and the player is sent 
to the CASTLE. 

THE EAR tRUPEK: 'ihe message "WOULD YOU LIKE A LH1NK FOR FIVE CREDITS?" 
musically scrolls in the OUTPUT window, and the command parser is 
implemented, if ne enters "YES" then his CREDIT is checked. If it is less 
than five then the message "YOU DON'T HAVE THE CREDIT" musically scrolls. 
Otherwise, if the CHINK-COUNTER is greater than 19 then the message "YOU'VE 
HAD ENOiXjH" scrolls. Otherwise, one is deducted from the score, five from 
the credits, and the LRINK-COUnTEK is incremented. “Ihe player is sent bark to 
his peg inning cradle. 


CHURCH 


Ihe Church display appears. Save SCORE is set to contain the value of the 
SCORE. Ihe priest oalloon says "WILL YOU MAKE A FIVE CREDIT CONATION ‘1U THE 
CHURCH?". ‘Ihe player then types nis answer (using tne command parser) through the 
4-iian balloon. if ne does not respond with YES, SCORE is increased by 5, and ne 
is sent to die ouuside of die Church. 

if die player's credit is less dian 5, the priest says "BEGONE, SINNER!", and 
die pla>er is sent to die outside of die Church. 

'ihe player's CREDIT is redired by 5. If die MURDER FLaG is set tnen the 
priest says "i hear that yuu are in trouble;, my child, please feel free to talk 
abuut it." 

towever, if die MURDER FLAG is not set, tnen the priest says "GREETINGS, MY 
Child. SHALL WE HAVE A Chat?" if die player answers NO, then die priest responds 
"AS YOU WISH. IF YOU NEED SOMEONE TO CONFIDE IN, I All HERE.", and the player is 
sent to the outside of • die Church. Otherwise, ne says, "DON'T WORRY. ALL IS KEPT 
IN CONFIDENCE IN THESE CHAMBERS." 

If die player types: 

INFORMATION or one of die question verbs, the priest responds with "LIVE hAS 

NO ANSWERS; ONLY MORE tfJESTICNS" , "WHJ WOULD KNOW BETTER?", "SEARCH YOURSELF 

FOR THE TRUTH", "WE ENTER THE WORLD KNOWING ALL wE NEED TO KNOW" , "ANSWERS 
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AHE A PRISON FUK ONESELF.", or "ANSWERS MAY BE FOUND IN THE GOOD BOOK". 

RUN, HERE, 0U1T, UUT, or OFF: 'Ihe player's SCORE is increased by 3. If the 
SCORE is greater than 400 then there is a 1 in 10 chance that the priest will 
try to convert nun (see below); otherwise, ne will resend with one of the 
following: “THE ABSENT SHALL NOT BE MALE HEiK, EVERY EXIT IS BUI’ nN ENTRY 

SOM tW HERE ELSE”, "MAN IS BORN FREE BUT EVERYWHERE HE IS IN CMMNS" , “HE THAT 
IB DISCONTENTED IN UNE PLACE IS SELDOM MPPY IN ANOTHER" , or "ONLY HE WHO 
TAKES CARE OF YUU CAN SET YOU FREE" . 

HELL: Ihe players score is redtced by 1, ard me priest says, "FOUL LANGUAGE 
WILL NOT WIN YOU FRIENDS" . 

KILL: if the MURDER FLAG is set, then the priest will try to convert him (see 
oelow) . 

WANT, IiELP, LOAN, OPEN, SELF, or SALE: 'Ihe priest says "wE MUST LEARN TO HELP 
OURSELVES." 

BROTHERHOOD: 'Ihe priest says "ALL MEN ARE YOUR BROTHERS" . 

MAP, BLOK, PAPER, DIPLOMA, CUIRASS, ISLANDER: 'Ihe priest says "ALL YOU NEED 
TO KNOW IS IN THE GOOD BOOK." 

RUNS, CARETAKER, MASTER: The priest says "ARE YOU NOT IN CONTROL dr* YUUR 
DESTINY?" 


GET: The priest says "THE LORD GIVETH AND THE LORD TAKETH" 
r CROSS: Ihe priest says "WE ALL HAVE A CROSS TO b Ear." 

Game or PLUG: 'Ihe priest says "DEUS EX MAC HINA". 

bye, BACK, OUT: The priest says "RfcMAIN STRONG, MY CHILD.", but if the 
difference between SAVE SCORE and SCORE is greater than a rarxlcm nunber from 
10 to 30, the priest will say, "TO COMFORT YOU, I AM GIVING YOU THIS CROSS" 
arri give him a cross. The player is sent to the outside of the churcn. 

If me player types none of these things, then: 

If the murder flag is set then there is a one in ten chance tnat the priest 
Will say "CONFESS YOUR SINS", "GUILD SHOULD NOT BE KEPI’ BOTTLED UP", Qr 
"ISN'T THERE SOMETHING IMPORTANT FOR YOU TO SAY?". 

otherwise, tne priest will say "A SMOOTH SEA NEVER MADE A SKILLFULL SAILOR", 
"HE WHO WOULD LEAP MUST MAKE A LONG RUN.", "NOTHING IS UNEASY TO THE 
UNWILLING." , "A Hfe&RD BEGINNING MAKES A GOOD ENDING." , "1 UNDERSTAND." , 
"PLEASE, CONTINUE.", "GO ON. A FRIENDLY EAR CAN RELIEVE A TROUBLED MIND.", 
"1 nEAR YOU.", "1 SEE.", "THE TRUTH SHALL SET YOU FREE.", or "DON'T BE AFRAID 
TO CONFIDE IN ME. NO MAN IS AN ISLAND." 


Conversion 

The priest will say "WHAT ARE YOU TRULY ESCAPING FROM?" , "WHEN WAS THE LAST 
TIME YUU WERE TRULY FREE?", "MEN ARE NOT HUSONERS OF FATE, BUT OF THEIR MINDS.", 
"THERE IS NO PHYSICAL ESCAPE.", "YOU WILL ALWAYS BE WHERE YOU ARE", "BUT THERE IS 
A WAY OUT IF YOU ARE WILLING", and "WOULD YOU CONSIDER JOINING THE WIESTHOOD?" . 
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If tlie player doesn't answr ■YES", then tlie priest asks "WON'T YOU RECCNSIDEK?". 
If tne player still doesn't answer YES, then the priest says "WELL, THE OFFER IS 
STILL OPEN" and sends him to the outside of the Church. 

otherwise, he says "LET US SEE It' YOU PASS THE TEST" . 'Ihe player must answer 
each of these questions: "00 YOU USE TRADITIONAL APPROACHES TO PROBLEMS?" , ""DO 
YOU BELIEVE LEARNING SHOULD BE PRACTICAL?"-, "DO YOU PRIZE THE INDIVIDUAL ABOVE THE 
STATE?" , "DO YOU MEASURE SUCCESS BY ECOKMIC MEAr^?" , "DO YOU FEEL MANY ARTISTS 
ARE WEIRD OR IMMORAL?", "DO YOU THINK CORRUPTION IN GOVERNMENT IS WEIRD OR 
IMMORAL?", "DO YOU THINK GOOD WORKS ARE MORE IMPORTANT THAN REUGiUUS BELIEFS?" , 
"DO YOU BELIEVE THAT PEOPLE SHOULD CONFORM 10 SOCIAL EXPECTATIONS?", anj "DO YOU 
JUDGE PEOPLE AND EVENTS MORALIST 1CALLY?" 

tor each answer of NO, five points are added to the player's SCORE. If he 
answered less than 7 of the questions no, tnen the priest will say "I am SORRY, 
YOU HAVE NOT LEARNED" and send tne player outside of the Church. 

Otherwise, tne murder FLAG will be reset to 0, and the priest will say, "YUU 
HAVE PASSED THE TEST." ‘Ihen, "NOW YOU MUST WOVE THAT YOU HAVE ESCAPED FRO! YOUR 
PREVIOUS LIFE." 

if tne player tnen types in his RESIGNATION CODE, ne loses the gane. 
cxnerwise, tne priest says "YOU liAVE NOT PROVED YOU HAVE GIVEN UP YOUR PAST" and 
"ARE You STILL INTERESTED?". as long as the player answers YES, ne is given 
another chance to enter his resignation code. Otherwise, the priest says "YOUR 
CRIMES ARE ABSOLVED" and sends him to tne outside of the Church. 


CLOTHING STORE 


The store display appears witn the following items for sale: 

INVENTORY 

PRICE 

unbrella 

10 

top hat 

15 

toga 

50 

clown suit 

60 

clone suit 

75 

black tie 

5 

3 piece suit 

100 


■Ihe message "ALLCW ME TO ADJUST MY PRICES" musically scrolls across the 
OUTPUT window. The player's BANK ACCCXJNT NUMBER musically prints in the cash 
register window, the plus the integer value of the anoint in the BANK ACCOUNT 
divided by 20 is added to each price. 

’ihe message "CAN YOU BE HELPED?" musically scrolls across the CUT PUP window, 
'me player must then type in a response, if he types: 

Ol/r or BYE or HACK or NO: tne message "BE SEEING YOU" musically scrolls 
across the OUTPUT window, and the player is returned to the outside of the 
store. 

BUY: the bank ACCOUNT NUMBER is musically printed in the cash register 
window, if the object he asks for is not in inventory, then the message "WE 
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DON'T CAHKY THAT ITtM- is scrolled, and he is again asked about help. 
Otherwise, the message "HCW many WOULD YOU LI Kb?" trolls, and the player 
must enter a nunber. The nunber is then multiplied by the base price. ‘Ihe 
total then is musically printed in the cash register. If this total exceeds 
his nunber of credits, then the message "YOU DON'T HAVb THE CREDIT" is 
musically scrolled, and he is again asked asout help. Otherwise, the nunber 
of itans is added to his possessions/.the total is deducted from his credit. 
Purchase of the possessions produce these messages before he is asxed again 
for help: 

ITEM MESSAGE 


LMBRELLA 
TOP HAT 
lOGA 

CLLWN SUIT 
CLONE SUIT 
bLACK TIE 
3 PIECE SUIT 


INTO UNDERCOVER WORK? 

A CAPITAL IDEA 
GOING TO THE TOWN HALL? 
GOING ‘1*0 THE CARNIVAL? 
GOING TO THE DINER? 

YOU CAN bANK ON IT 
A CAPITAL IDEA 


INVENTORY, END, and RESIGNATION CODE work as well. 


GRAIL HALL 


Grail nail consists of twenty rooms, thee in a room, the player may travel in 
any of four directions (FORWARD, BACK, LEFT, or RIGHT). Directions from each of 
the first 16 rooms always lead to the same location each time Grail fall is 
entered, toons 17 through 19, however, lead only to rooms 17 through 19. but one 
direction from 17, 18, or 19 leads to 20, and another direction from one of these 
three rooms leads to 1. 

tocm Inscriptions and laths: 

1. Ihree Lbors 

forward: 3 Left: 2 Right: 4 

back brings the player to the outside of the 
building 

2. 'ihree Lbors 

Forward, Right, Left: 2 back: 1 

3. 'ihree Lbors 

forward: 5 Back, left. Right: 2 

4. Upsidedown to cm 

forward: 2 Back, Left, Right: 4 

5. Ihree Lbors 

to rward: 6 Back: 4 Left: 3 Right: 5 

6. Scott Alans Adventure to an 

forward: 11 Back: 2 Left: 7: Right: 6 

7. Forest 
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Forwards 7 back: 7 Left: 8 Right: 7 

8. Forest with Grate 

forward, Back, Left, Right: 7 Lbwn:9 

'hie message "HERE IS an OPEN GRATE" appears in 

the CUT PL/1' box 

9. Cavern 

forward, back. Right: 9 Left: lk) 

18. Cavern witn "PLUGH" written on the wall. 

Forward, back. Left, Right: 9 Pi ugh: outside 
If tne library ASSIGNMENT was to get tne witch's 
broomstick, a broomstick appears on the floor of 
tne cavern, and tne message "HERE IS A 
brOmsTICK" appears in tiie UJTPUT box 

11. Scott Alans Adventure loan 

forward: 14 bacx: 6 Left: 12 Right: 13 

12. Mystery muse 

'there are some lightning and storm effects, the 
message "HE'S KILLED KEN!" musically scrolls 
across tne CUT PUT window, tne MURDER FLAG is set 
and the pla^r is sent to tne Castle. 

13. wizard And ihe Princess 

The message "THIS IS MY CASTLE.I'LL SEND YOU 

TO YOURS" musically scrolls across the OJTPUT 
window, magical a>md effects are heard, and the 
player is sent to tne Castle. 

14. 'three Lbors 

forward: 19 back: 11 Left: 15 Right: 17 

15. Cavern 

forward, back. Left: 15 Right: 16 

16. Cavern with pit 
back, Left, Right: 15 

Forward: there is a falling somd and the player 
is sent to the Castle. 

If the Library Assigrment was to get Injin Joe's 
treasure, then a treasure chest appears, and tiie 
message "HERE IS THE TREASURE" appears in tne 
CUT PUT dox. 


17. 

'three doors 
forward* back. Left, 

Right: 17-19 

18. 

Forest > 

Forward, back. Left, 

Rignt: 17-19 

19. 

Cavern 

tbrward, back. Left, 

Right: 17-19 

28. 

Keyhole tbcm 

A keyhole appears on 

the pedestal 
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The message "HERE IS A KEYHOLE" appears in the 
output box. 

Commands from the player: 

INVENTORY: terforms Inventory 

FORWARD: If die player is in room 16 then he will hear a falling souxj and be 
sent to the Castle. Otherwise, ne will go to the room in the forward 
location. 

HACK: if the player is in room 1, then ne will be sent to the outside of 
Grail Hall. Otherwise, he will go to the room in the backward location. 

LEFT: 'lhe player will go to tne room on tne left. 

RIGHT: 'lhe player will go to the room on the right. 

iXWN: if the player is in roan 16 then he will hear a falling sound and be 
sent to the Castle. If the player is in room 8 then he will be sent to roan 
9. 


PLUGii: If the player is in room ID, then he will be sent to the outside of 
Grail tall. 


.HK0CMST1CK: If the player is in roan ID, and his LlbRAKY ASSIGNMENT was 
to get tne broomstick, then it will disappear from die screen, be added 
to his possession list, and he will gain SD points. 

TREASURE: If die player is in roan 16, and his L1HRAKY ASSIGNMENT was to 
get the treasure, then it will disappear fran the screen, be added to 
his possession list, and he will gain 50 points. 

KEYHOLE: if the player is in room 2D, then the keyhole will disappear 
from die screen, be added to his possession list, and then rocks will 
fall from an opening in the ceiling and fill up the roan; tne player 
will be sent to the outside of Grail tall. 

LROP: Prod tees die message "THAT TRICK WON'T WORK HERE. 

Any odier response produces die message "YOU TALK IN CIRCLES" (but, of course, END 
and Resignation Code works as always) 


RfcCKEATlON HALL 


'hie recreation hall display is shown. Widiin the "viewscreen" is a display of 
a section of the recreation hall. Conceptually, it is grid vhose locations 
indicate bouidries, exits, pits, the player, vacant areas, etc. 

Section 1 
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There is a large pic centralized in die roan. At the left end is the 
entrance, tne right end the finish line, extending from the pit near its right end 
are tvo invisible walls, preventing one from walking aroind it. (f-man starts just 
beyond the entrance. The following message musically scrolls across the UJTtUT 
window: "CKCbS THE PIT BY STEPPING UN THE PLATFORMS. UO NUT FALL IN UK GU AHOUNU. 
TRANK YOU FOR OBSERVING ALL SAFETY PKfcCAUTIONS.“ 


tow it looks 


wggggggggggggggff 

wggppppppppppppff 

gggppppppppppppff 

gggppppppppppppft 

wggppppppppppppff 

wggggggggggggggff 


w: wall 
g: grass 
p: pit 

f : finish line 


tow it behaves 


wwwwwwwwwwwwwwwwwww 


w 

11111X 

w 

w 

pppppppppppppx 

w 

e 

pppppppppppppx 

w 

e 

pppppppppppppx 

w 

w 

pppppppppppppx 

w 

w 

i mix 

w 

wwwwwwwwwwwwwwwwwww 


w: wall 
e: entrance 
p: pit 

x: exit 

i: invisible wall 


The computer waits for keyboard input. Wiile waiting, it picks a 
location witnin the pit. If there is no platform there, it puts one in and 
somds a random tone; if there is a platform, it takes it out. If the player 
types "N" he moves up and the word "NORTH" appears in the output box"; "S": 
down, "SOUTH"; "E": right, "EAST"; "W" : left, "WEST'. If the player's new 
location is: 

'ihe entrance: the player is sent to the outside of the RiCREATION HALL 

'lhe exit: the player is sent to Section 2, and 5 points are added to his 
score. 

wall: a beep somds and ne remains in his present position. 

Pit: tne re is a falling soma, and the player is sent to the CASTLE. 

invisible veil: player flashes with electric stock somds; but ne cannot pass 
through tne wall 

Section 2 


There is a large pool centralized in the room. At the left end is the 
entrance, tne right end the finish line, ex tending from the pool near its right 
end are two invisible walls, preventing one from walking aromd it. There are two 
groupings of three trees in tne open space to tne left of die pool, fi-man starts 
just beyond die entrance. 'Ihe following message musically scrolls across die 
CUT PUT window: "CROSS THE R)OL BY ANY MEAT'S AT YOUR DISPOSAL, BUT DO NUT GU 
AROUND. THANK YUU FOR CbSEKVlNG ALL SAFETY PRECAUTIONS." 'Ihe player is also 
checked if he ovms KUPE, STICKS, WASHTUB, or HAFT, and a POSSESSION COUNTER is set 
to tne lowest possession nunber mich he doesn't own (21=has no rope, 22=has no 
sticks, 23=has no washtub, 24=has no raft, 2S=has all). 
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ttow it looks 


How it behaves 


wjgg^ggggggggggff 

wytttggppppppppff 

gggggggppppppppff 

gggggggppppppppff 

v^jttcggppppppppff 

v^gggggggggggggff 


V* 

w 

/wwwwww 

bbb 

wwwwwwwwwv 

iiiiix 

</w 

w 

w 

WWW 

pppppx 

w 

e 


pppppx 

w 

e 


pppppx 

w 

w 

WWW 

pppppx 

w 

w bbb 

11111X 

w 

wv 


wwwwwwwwwv 

M 


w: wall w: wall 


g: grass 

e: 

entrance 

p: pool 

P : 

pool (deep) 

f : finisn line 

x: 

exit 

t: tree 

i: 

b: 

invisible well 
area behind tree 


'ihe computer waits for Keyboard input, if the player types "n" he moves up 
and tne word "NCKTn" appears in the output box"; "S" : down, "Sui/l'ri"; "E": right, 
"EAST"; "w“: left, "WEST", if tne player's new location is: 

'Ihe entrance: the player is sent to bection 1. 

'Ihe exit: tne player is sent to bection 3, and 1 id points are added to his 
score. 

wall: a beep soinds and tie remains in his present position. 

tool (deep) : If the player does not own a RAPT, then he nears a falling »md 
and is sent back to the CASTLE. 

invisible wall: player flashes with electric shock souids; but he cannot pass 
through the wall 

Area behind tree: If the POSSESSION COUNTER is less than 25, then there is a 
1 in (2 * POSSESSION COUNTER -36) chance that he will find tne possession 
equal to tne WSSESS1CN COUNTER, ‘the message "HERE IS A <possession name>" 
will musically scroll across tne OUTPUT box, and the command parser is 
engaged. If he types: 

GET and an object equal to that indicated by the KJSSESSION COUNTER: Ihe 
message "YOU CAN HWE IT" will scroll, the object will be added to his 
possession list, and the POSSESS ION COUNTER will be incremented by one. 

INVENTORY: It will produce and inventory. 

GET: 'hie message "1 DON'T SEE THAT HERE" will scroll. 

All other vocabulary words will prodire the message "YOU TALK IN 
CIRLCLES. 


Section 3 


‘there are two walls trisecting most of the room, with flashing colored lights 
at tneir left ends. At tne left side of the rocm is the entrance, the right end 
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the finish line. The message scrolls across the OUTPUT window: "PASS THROUGH THE 
GATfcWAY AS SOON AS THE GREEN IS GIVEN. DO NOT GO AROUND. THANK YOU PCK OBSERVING 
ALL SAFETY PKfCAUriOtfc." 

tow it looks tow it behaves 


wggygggggggggggff 
wgggggg 1 wwwwwwwf f 
gggggggggggggggff 
gggggggggggggggff 
wgggggg 1 VA*/Wwwwwf f 

gggggggggggggggff 


w: wall 
g: grass 

1: flashing light 
f : f imsn line 


WVA^WWWWWWWWWWWWWWWW 

W X w 

W WWWV/WVAW/WWW 

e p w 

e p w 

w wwwwwwwwwwww 

w x w 

wwwwwwwwwwwwwwwwwww 

w: wall 
e: entrance 
p: pit 

f : finish 1ine 
x: exit 


The computer waits for Keyboard input. Mile waiting, it changes the 
colors of tne left tips of tne gateway walls (any color but green) . If the 
player types "n" he moves up and the word "NORTH" appears in the output box"; 
"S": dow, "SOUTH"; "E“: right, "EAST"; "w": left, "WEST". If the player's 
new location is: 

The entrance: tne player is sent to Section 2. 

The exit: tne player is sent to Section 4, and 15 points are added to his 
.score. 

wall: a beep soinds and he remains in his present position. 

Pit: l-ntan flashes, laser soind effects, and tne player is .sent to tne 
CASTLE. 

Section 4 


This is an exact duplicate of section 1, with the exception that going 
through the entrance leads you to section 3, and the finish line leads to the 
wilderness area. 


GEMINI DINER 


The diner display appears. "WHAT DO YOU want?" musically scrolls across 
the screen. If the player enters HACK or CUT*, ne is sent to the outside of 
tne diner. If he types anything else other than ESCAPE, then he is told "IT'S 
NOT ON THE MENU" and again asked what he wants. 

If he had answered ESCAPE, tnen the Cloning Lfcvice display appears (it looks 
like dual disx drives of the target computer). From nowon, all messages 
scroll with mor.se code effects, if 
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clone; FLAG IS SLY TO 0: the following messages scroll: "OH, NO! MY CLONING 
MACHINE HAS BEEN DISCOVERED! BIT YOU LOOK LIKE THE TRUS'iWCKTHY TYPE. 1 AM LK. 
DOPPELGANGER, AND i WILL CLONE YOU FOK 1 0000 CREDITS." , "ThE CLONE CAN ACT AS 
A DECOY FOK ESCAPING. ARE YOU INTEREST?" 'Ihe player must use the commmard 
terser to say YES. If not, tne message "SUIT YOURSELF. JUST DON'T GIVE ME 
AwAY" scrolls, and the player is sent'-to the outside of the Diner. 

'ihe CLonE FLAG is set to 1. If the player has at least 10000 credits, then 
he is treated as though the CLONE FLAG has been set to 1 (see oelow) . 
Otherwise, tne message "DO YOU KNOW HOW TO GET THE MONEY? - scrolls, and if 
tne player doesn't answer YES, he is cold "You CAN GET A Loan From THE hank." 

'ihe last message is "I'LL SEE YOU WHEN YOU HAVE THE MONEY... bOTH OF YOU", 
ard trie player is sent to the outside of trie Diner. 

CLONE FLAG IS SET TO 1, Bt/r CREDITS < 10000: Tie message "IT WILL DO YOU NO 
GOuO TO RETURN UNTIL YOU HAVE THE MONEY" scrolls, ard the player is sent to 
trie outside of trie Diner. 


CLONE FLAG IS SET to 1, AND credits is AT LEAST 10000: Tie player's CREDIT is 
depicted by 10000. Ihen die message "I'VE BEEN WAITING FOR YOU" followed by 
"STEP INSIDE the MACHINE" scrolls. #-Man then appears in die door of die 
"Mf\STEk" drive. After the message "THE PROCESS IS AbOUT TO BEGIN" scrolls, 
the two disk drive activity lights alternate (as diough duplicating a disk) 
and die real computer disk drive goes on for the appropriate souid effects. 
Anodier #-man gradually appears in die door of die "SLAVE" drive. 

After it is over, tne message "A SUCCESS!" scrolls, but then a pirate ship 
appears over the slave drive. "HAk! HAR! I'LL TAKE THIS BOOTY!" is the 
message, a cannon ball fires out of die cannon ard lards on die duplicate 
#-rtan. CLONE FLAG is reset to 0 and the player is sent to the Castle. 


CASlNU 


‘ihe slot machine display appears. 

Tie message "WHICH SLOT WOULD YOU LIKE TO PLAY?" musically scrolls across the 
screen, 'the player must then enter a number from 1 to 3. If the key is: 

1: if me player has no credits then the message "YOU DON'T HAVE THE CREDITS" 
musically scrolls across die screen, ard the player must select anodier slot, 
otnerwise, ms credit is deducted by one. tb r fifty times, one of die words 
"WAR", " 1GN CHANCE", or "FREEDCM" is printed in the top window, ard one of die 
words "PEACE", "STRENGTH", or "SLAVERY" is printed in die bottom window of 
slot 1. At die last pass, if "tKEEDLM" and "SLAVERY", "WAR" and "PEACE", or 
"IGnlkanCE" and "STRENGTH" appear in slot 1, then one of the five messages 
appear in the inverse pay>£f window of slot 1: 

LIFE lb A GAMBLE 

THE GAME IS RIGGED, BIT IF YOU DON'T PLAY, YOU CAN'T 
WIN 

'IVlE KEY TO ESCAPE IS THE KEY TO ESCAPE 
NO MAN IS AN ISLAND 
UNPLUG THE SYSTfcM 
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The player mast then respond Co the INPUT prompt "PRESS CSPACE dah> TO 
CONTINUE. tte must tiien select another slot nunber. 

2: if die player's score is less than 1 then the message "YOU DON'T HAVE THE 
MAKINGS" musically scrolls across •. the screen and the player must .select 
another slot nunber. Otherwise, one is deducted from his score. Then the 
digits 1 through 9 start appearing in the three windows of slot 2, and then 
finally the first window stops at a nunber, then the second window, then, tne 
third, just liKe a Vegas slot machine, 'ihe result is a three digit nunber. 
Then tne nunbers are compared against tne corresponding digits of the 
resignation code. If : 

ALL THREE NUMBERS MATCH ThE RESIGNATION CODE: 'lhe player is transferred 
to tne LCbE GAME routine; 

ANY TWU NUMBERS MATCH THE RESIGNATION CODE: lhe player is given one of 
these possessions: TIE, 3 PIECE SUIT, GOLD WATCH, DIPLOMA, CROSS, 
PERCOLATOR, and tiie possession name is printed in the inverse window of 
die slot macnine. 

ANY ONE NUMB EH MATCHES THE KES IGNaTION CODE: The player recieves a 
randan nunber from one to the nunber of times he's lost at slot 42 times 
three of credits. The amoint of credits he's one appears in the inverse 
window, and they are added to his CKED1T variable. 

NO NUMBERS MATCH THE DIGITS IN THE RESIGNATION CODE: A com ter keeping 
track of the nunber of losses at slot *2 is incremented. Then a scale 
along the side of slot 42 that keeps indicates the nunber of losses is 
adjusted. If the nunber of losses reaches lfc), then the player is sent 
back to the castle. 

3: If die player does not have a silver dollar, then tne message "SORRY, YOU 
NEED A SILVER COLLAR" musically scrolls across the output window. Otherwise, 
the silver dollar is taken away from his list of possessions, there is a 
somd of a rocket taking off, and snoke units from the bottom of slot »3, 
filling up tne screen. The screen then displays a space scene. After a two 
second pause, the word "LKEEIXM" appears. Then, after a five second pause, 
"lb bLAVERY" appears underneath. Then, after five more seconds, "A man's HOME 
IS his CASTLE" appears and the player is taken back to die castle. 

ANY other KEY: The player is sent to the outside of die casino, towever, if 
he has less than 50fc)fc) credits and does not have a silver dollar, then there 
is a 1/4 chance of the following happening: 

The screen blanks. Then the sentence "ARE YOU INTERESTED In ESCAPING?" 
slowly prints and erases off of die screen. The computer waits for a 
Keystroke. If the player does not type "Y" tnen "SUIT YOURSELF." slowly 
prints and erases, and the player is sent back to the outside of die 
casino. Otnerwise, the following sentences are printed in the sane 
manner: "YOU CAN ESCAPE THROUGH SLOT’ #3.", "GET A HULD Ob’ 5000 CREDITS" , 
"AND 1 WILL SELL YOU", "A SILVER DOLLAR." A five second pause, and then 
"The BROTHERHOOD LIVES!" is printed, and the player is sent to die 
outside of the casino. 
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LOSING THE GAME 


The lose gane display appears. The player's resignation code musically prints 
in the center of the narrow box on line IS of tne screen, and #-rtan appears in the 
center of the large top window, The text file is rewritten, with all variables 
returned to their new game values. 

•then the window fills up with (f-Men, starting from the center and surroinding 
the original tf-Man, like a circle with an increasing radius. Wien the window f ills 
up, tile Resignation code is replaced with Xs, and then row by row, the jJ-Men are 
replaced by sheep. Then the bottom of the frame of tne large window reads "THE 

FUCK" 


"WELCOME HACK" musically prints in the window on line 15. In the window oelow 
tiiat, "YOU MAY HAVE LOST, BUT wE HAVE GAINED." musically prints. And in the window 
below that, "BE SEEING EwE" musically prints. Each message is 2 seconds apart. 
After the last message, the program ends, leaving tne display on the screen. 


WINNING THE GAME 


A display of the target computer appears. The plug then falls out of the 
socket. 'lhen, the CRT on the computer says: "tREEIXMi ENTER YOUR RESIGNATION CODE 
*1X1 COMPUTE YOUR FINAL SCORE:", leaving a flashing cursor on the screen. 'Ihe player 
is given, three chances to enter his resignation code. If he does, the LOSE GAME 
section is rin. 

After the last attempt to get him to reveal his resignation code, the text 
file is reset to new gane status, and the monitor screen cracks. *lhen the display 
clears and prints this message: "THE TRUTH HAS SET YOUR FREE. YOU HAVE ESCAPED 
FROM YOUR APPLE (replace with name of target computer) AND ARE NOW IN COMMAND." 
'ihere is a 3 second delay before it continues: "BUT HAVE YOU NUT ALWAYS BEEN IN 
CONTROL OF T>iIS GAME", and, after a 5 second delay ", MASTER?". After a 3 second 
delay, another message is printed centered below "TO WIN IS TO LOSE". 

'ihe computer's prompt and cursor appears. But if the user types anytning, 
with each keystroke, the last message is printed "BE SEEING YOU". The gane ends 
with the display remaining on tne screen. 


The GAME In STATiS display appears. Random nunbers (witn somd effects) 
appear in the right hand box, and after some "computing effects", the player's 
SCORE appears in the left dox. 

The player must answer Y or N to "WOULD YOU LIKE A CLUE AT A COST OF 
TWENTY-FIVE POINTS (Y/N)?" if tie ansv^rs Y, a random nunber betwen 1 and the 
square root of the quotient of the SCORE divided oy 10 is picked, modulo 14. Then 
a clue is crosen and displayed: 

1. NO MAN IS AN ISLAND. 

2. PLAY SLOT #3. 
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3. CONSULT THE HOOK IN THE LlbRARY. 

4. STAY FOR THE ENCORE AT THE THEATER. 

5. THE KEY TO ESCAPE IS THE KEY ’1*0 ESCAPE. 

6. UNPLUG THE SYSTfcM. 

7. THE ISLAND IS NO ISLAND. 

8. 'iO REVEAL THE PLUG, CONFRONT THE CARETAKER WITH THE TRUTH. 

9. ENTER THE PLUG. 

10. EDITING FUNCTIONS WORK WITH INPUTS. 

11. THE ISLAND IS A COMPUTER. 

12. THE GRAIL IS FORWARD. 

13. THE KEYHOLE IS FORWARD. 


IWenty-five joints are deducted from his SCORE. te tnen may cry co get 
another clue. 

Wien he ansv%ers N, one SCORE is decreased by 10, the gane variables are savej 
into the text file, the screen clears to leave tne following message centered onto 
the screen: "he SEEING YOU". *lhe gane ends, leaving the display on tne screen. 


ERRORS 


'ihe error message display appears, 'lhe error code, line nunber of tne error, 
arri name of the progran in wiich the error occurred appear in the appropriate 
places. A "PRESS <SPACE 8AR> TO CONTINUE" prompt appears at tne bottom of the 
screen. Wien tne user presses tne space bar, the SAVE GAME section is rin. 



